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ROMS & ROMBOARDS @ CONDOR 1 
HARVEY HEADBANGER @ SHOGUN 
THE PILGRIM @ NEWS @LETTERS 
COMPETITIONS @ AND MUCH MORE 








AMSTRAD ACTION JULY 1986 Snes 


Z The new Editor = Matt Nicholson steps into Pete 
Connor's shoes and looks forward to a bright future with Arnold 
and Joyce. 


22 Booting up CP/M. - ; Supplied free with all the 
Amstrad disc machines, the CP/M operating system can unlock 
the power of your computer. We supply the key with this new 

series, part one starts here. 





45 Absolute Beginner's = Andy Wilton moves 
on to part three of our quide to programming in Basic, with a 
look at hi-res graphics. 


100 epindizzy Guide = Can't get to the Crescent 
Moon? at you need is our full playing guide to this classic 
Mastergame. 


B88 Fairlight Map = The whole of the castle 


mapped out before your very eyes. 


30 Laser Gemius = Bogged down in machine code? 
This package will find those bugs fast. 


43 Making Miwsic = Make Arnold sing for his 
supper with Minstrel or Music Box. 


46 Shogun = You've read the book, you've seen the 
film, now play the game with Virgin's masterpiece. 


47 Starquake = Romp your way through 512 caverns. 


48 Harvey Headbanger = Happy hour head- 
aches with Harvey and Harnush — a truly original game. 


154 Heavy om the Magick = Pigrim lovers 


"s done it at last! They've made an adventure 


everywhere! 
hastergame! 


62 Bombjack = Addictive bouncing bomb disposal. 


62 Equimox = Colourful arcade puzzling in a disused 
asteroid mine. 








81 Win! Win! Win! = with an AA competition. 


96 Mail Order = Stacks of juicy offers with free gifts 
thrown in! 


98 Special offers = Save yourself a fortune! 
Minerva database, Arnor’s Protext, Spell and Merge, Batman, 
Mexico ‘86 and games from Gargoyle and Vortex at cut price. 


| 104 Free Widgets! = Geta free Thingi, Joystick or 
| Dust Cover for your Amstrad if you subscribe to AA here. 





Z Ed-Limes = Announcements, engagements, and all 
that's new in Sunny Somerset. 


8 ReActioms = Seven pages of your views, news, pleas 
and problems, featuring Problem Attic, for those technical 
problems. 


19 ArmScene = Latest news on the Amstrad front. Will 
they launch a PC compatible? check these pages. 


26 Plug-Ims = Andy Wilton looks at two Rom boards 
and the latest Rom software. 


30 Serious Software = Databases Magic Filer, 
Data Gem and Cazton's Condor 1, plus two books for the PCW 
Tange. 
Z1 Adventure Games = The Pilgrim looks at 
some hot new adventures, and all that's new in the adventurer's 
world. 


az Typ e-Ins How to mimic the Commodore eR 


g2 Hi-Score = Have you beaten the best? 


84 Cheat Mode < Beat the game with tips and pokes. 


100 Charts = Your favourites. 
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ihieartaciog. combined text and pinta adventure generator enables 
youto produce cass goer adventuregames with the minimum ofeffortand 
| | | pated ures including: dot 






cirde, elasticline, ellipse, fast fil, shading step by ter 
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So bears: the eter of your imagination now v with The Graphic 


Adventure Creator, for your Spectrum, Commodore 64, BBC B or Amstrad. 





Available from all bog hd retailers or direct from inc centive hig aldans sided hont 





| Please rush me, THE GRAPHIC 


ADVENTURE CREATOR EN “ea 
a Amstrad 


[] Commodore 64 
(]1Spectrum OC BBCB 


-) Cassette £727.95 


|enclose Cheque/PO for £ 


or please debit my Credit Cara 


No. _ 
| Name_ 


| Address 


E 
| 
~) Disc £27.95 (All formats except Spectrum) 
| 


ii) 3 36 
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| Magick. But take a look at Harvey Headbanger too 


This Issue 
} And a packed issue it is too! As usual Bob has Waded into nearly 






25 games, and is suffering badly from Joystick Claw. Master- 
game, for the first time ever, is an adventure: Heavy on the 
- it nearly 
became Mastergame, While you're at it, Shogun 1s just over the 
page. If Trevor had had his way it would have been Master- 
game. And that's just scratching the surface. 

Fans of the Pilgrim will be glad to see that he has staggered 


| back from his monthly quest with more goodies. Five pages from 


the quill, including the latest from Level 9. 


For the more studious our Cover story launches a new | 
series that, over the next months, will tell you how to make the [ 


most of CP/M. And for those of you into expanding, Andy looks 


at Rom boards, These handy add-ons allow you to use Rom | 


software — even faster than a dise drive and with a host of other 
advantages too. Also catching Andy's attention was Laser 
Genius, a powerful machine code development system for all 
you hackers. 

Meanwhile the Art Team were busy producing playing 
guides for those of you lost in Spindizzy or Fairlight, and you 
have been turning out plenty of letters, playing tps, hi-scores 


| and reviews. 


; | 
Last but not least we've got plenty of special offers, 


subscription deals and competitions. This issue starts here. 


Incoming Ed — Part 2 


Here [am at last and, contrary to 


| the impression that you might 


have got from my picture in the 

May issue, | do —- ag you can see 
comb my hair occasionally! 

Seriously though, J am now 


sitting im Pete's old chair and 


loolang forward to a bright fu- 
ture with AA. As Editor of What 
Micro? [ watched Amstrad com. 
puters nse from being the new- 


| comer on the scene to virtually 


dominating the hame computer 
market. And then Ae launched 
ihe PCW 8256. turning the small 
business market on its head. He 
now shows every sign of doing 
(he same to the PC market. 
Amstrad Action Aas done 
pretty well too. In my view If ig 
one of the most colourfu! user 


| mags on the marke! and stands 


business ite al] - 


head and shoulders over the 
competition. But then | am 
biased, 

One of the reasons for the 
success of the Amstrad micros is 
ihe flexbility - they make a 
mean games machine but have 
the power fo allow you fo run 4 
ve use 
them!), make music, write 
powerful programs, and a host 
of other applications. Over the 
coming months Amstrad Achon 


Viimately though i 


you want fo read 


pieasant one foc, 


CARTOONS! 


| 





wil reflect ail of tis and more. 
is your /@ 
magazine. We aim to print what 3 


And all from Sunny Some- 
rset. It certain/y makes a change | 
from London town, and a very jj 


Remember the competilion we 
ron in our Winter issues, asking 
for inventive suggestions for the 
litle phrases at the bottom of our 
pages? Weill, we were inundated 
with replies, many of which have 
alrecdy oppeored. After much 
deep thought we hove decided 
on these as the winners: 


For dota day enjoyment...Read 


the mag with byte J Chapman, 
Grantham, Lincs. - | 

It's « peach...la creme de la 
creme P G Worrall, Ayr. (Just 
one of ao very long listi) 

Read this...Or I'll kill you Barry 
Griggs, Chatham, Kent. 

A £25 voucher for software hos 
been sent to these lucky winners. 


Help us help you 





What happened to the cartoons 
| then? Send us your cartoons and 
} you might see them in glorious | 


black and white on these pnst 


| iné pages. Send them to Trevor 


Gilham at the address on this 
page — if he likes them he'll use 
therm. 


| Let us know what you've got, 


what you like, and what you 
want. Fill in our Question- 


| naire on page 102 and you 


could win a voucher worth £25 
and help us give you a better 
mag. 
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~ | Seven whole pages of letters! But we're certainly not 
complaining. There's plenty of controversy, pleas for 
club details (including the ‘No-Joy' fraternity!), support 
for the besieged 464, and plenty more. 

And ‘Problem Attic’, launched last month, seems 
to have taken off with a vengeance. Got problems with 
Pokes? finding they don't work with disc-based 
games? Read Problem Attic. If you don’t find the 
answer fo your problem there then write to us. The 
combined brainpower of AA might be able to come up 












with the solution. 


Somerset TAT] 5AH 


| Save the 464! 

If the excellent CPC464 is under 
} threat as much as you and 
everyone else makes it out to 
be, the time has come when we 
sought to think about setting up a 
| ‘DON’T KILL THE 464" pressure 
| group. 

David Piner 

Hayes, Middlesex 


Jt is very difficult to say at tus 
stage whether Alan Sugar will 
drop the 464. It has sold very 
well and is being heavily sup- 
ported by software houses and 
peripheral manufacturers alike, 
buf his purchase of Sinclair will 
undoubtedly jead fo same sort 
of ‘rationalisation’ in the near 
future. ['m sure fe is aware of 
the loyalty that exists towards 
| difte Arnold, Dut perhaps we 
should ail write to him anyway? 
I would certainly prefer to 
have a 464 to a Spectrum of any 


biased! 
| Hype bubble 

I wish we were back in [S83 
| computer-wise. You iknow, 


| games going for {3 a shot. Not 
like today when you have un- 
| original, boring games, packed 
in huge junk cases and costing 
| at least £9.95 each. Games of old 
were packed in comparatively 
plain, normalsized cassette 
cases, but mside one would imd 
wacky, original and lasting fun. 


kind any day, but then I am | 





Finally, please don't send stamped addressed 
envelopes with your letters. I'm afraid we can’t answer 
your problems individually — we're to busy producing 
Amstrad Action! If your problem is of interest it'll be 
published in the next issue anyway. 

The address for your problems, objections, con- 
gratulations, tips and views is: 

ReAction, Amstrad Action, The Old Barn, Somerton, 


I still like to load up the old | 


classic fet-Pac now and then. 


Now, all Ultimate can produce | 


are arcade-adventures, all 
based on the same idea. 

As the months of ‘83 ticked 
by and the real computer boom 
began we realised that the days 
of our humble Vics were num- 
bered. In came the Spectroid, 
Sicky-four and more recently 
the Amsplat. With them came an 
odd phenomenon known as the 
hype bubble. This is filled with 
hot air emanating from the 
glossy adverts and flashy pack- 
aging that can be seen on the 
shelves of high street stores like 


W H Smith and Boots. All these | 
stores are interested in is the | 
quantty of advertising and the | 
| amount of discount they can get | 


for buying big numbers of a 
game. They are not interested 


As happened in the video 
business the computer hype bu- 
bble will burst. The effects will 
be as follows: 

l. The high street stores will 
drop computers quicker than 
you can say "Oh God, not Manic 
Miner part 792’. They have no 
loyalty to computers or to soft- 
ware houses. 

2. Ocean will go bust. 

3. Realtime, Llamasoft and other 
simular amall(ish) software com- 
panies will get the wide spread 
success they deserve. 

4. Without WHS etc, games will 


| the extra profit which they take). 
] reckon the bubble will go 
bang and bury the computer 


boom in late Autumn of this | 


year. 
Rik The Rodent, 

Editor - ‘Way of the Rodent’ 
(Smalltime mag that no-one 
reads) 

Cumnor, Oxon 


Controversial, what! I would 
disagree with you on fwo points. 
Firstly, what about the Master- 
tromc games or Firebird's Su- 
ver range? Plenty of excellent 
games there for only £1.99; just 
one example being ‘Harvey 
Headbanger'’, an AA-Rave this 
month On your second point, I 
don't remember the High Street 
shops dropping the video 
| phenomenon like a hot potato, | 


in the quality of the games, after | don't rememember therm 
all they don't play them do they? | dropping video ar all! 

ihe K.FEE 
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become cheaper (no need for | 


| posed to be free, so why the 
| extra 50p? 


| equally pleased with the other | 


| last point, to SAVE a game from 


| Worthing, Sussex 





five extra games, either! 








Moaning Minnies 

First I must say how mega and 
ultra fantastic the magazine is. (If 
I get a free tape I'll have any 
except Amsoft tapes.) 

To the next point. Why do 
all the 664 owners have to moan. 
They're at it in every issue I see 
of Amstrad Action. I wonder if | 
the 8256 owners will be doing 
the game. I think they all should 
shut-up and be thankful they've 
got a computer with 64K, which 
is a lot better than 45K or 3ck. | | 
haven't even got a disc-drive 
and I'm not complaining. | 

Ch, by the way, before | 
forget; are you giving any more 
free games away? 1 got Aung Fu 
and Number One, and then I got 
the Covenant, but what I think is 
wrong is that you put the price 
up to £1.50. The game was sup- 
































Bridlington, N Humberside 


Mind your Ls and Js 

I must say that 1 feel the Coven- 
ant is excellent and as of yet I 
have only seen about six lo- | 
ations, roll on the other 250. Iam 


demo games on the tape. What 
a breakthrough, you spend 
£1.50 on a magazine and get five 
games as well. | ask myself, is 
AA going to do for the magazine 
world what Alan Sugar has done 
for the home computer 
industry? 

Well done for an excellent 
publication, this is the only AAI.| 
have ever purchased, but it cer- | 
tainly will not be the last. One 



















within Covenant you press ‘5’ as 
per the imstructions, but you 
have to press ‘L’ to load a saved 
game and not ‘J’ as was printed. 
Mr 5 J] Woodford 


Thanks for the fp, sorry about 
the misprint, and I don't think an 
extra S0p Is too much fo ask for 


Customer disservice 
Have you noticed how software 
prices seem to be climbing 
higher all the time? The norm 
on the Amstrad used to be £8.85 
but now it has risen to £9.95. 
You would think that with the 
increase in prices there would 
be an increase in customer ser- 
vice, Dut this is not always the 
case, as | have recently found 
out. 

[ have just purchased Inter- 
dictor Pilot by Supersoft, which I 


|} ordered from a computer club, 


the normal price being £17.95. 
Only one side of the tape would 
load, so | wrote to Supersoft 
asking if | should return it for 
replacement. | received a small 
slip of paper with the following 
answer. "The program on the 
reverse side of the cassette is 
the same as the first side - as 
long as one side works, there is 
no need to have the tape 
replaced’, 

Considering the high price 
you would think they would 
treat heir customers Detter than 
that. Both sides may be the same 
but if Mastertronic can produce 
tapes with two working sides, al 
their prices, then surely anyone 
can. Needless to say I won't be 
buying from Supersoft again. 

Thanks for the best 
Amstrad magazine on the mar- 
ket. Long may you reign 
supreme. 

Allan Mayers 
Cwmbran, Gwent 


You've got a point, but you've 


also got a were game. 


Support your Pilgrim! 


I personally prefer Adventures 
to Shoot-em-ups, although 
there’s nothing wrong ~ with 
them. Bui | hke Adventures and 
I call out “Give the Pilgrim more 
space’. | got so fed up I put the 
grey matter to work. I've done a 
review of AA, comparing Achon 


| Test with the Pilgrim: 


Average no. pages in AA - 
iiz24 

Average ho. pages 
Test — 22.2 (24.9%) 
Average no. Pilgrim pages — 6.6 


in Action 


| (fe 


As you can see, adventures 


| don't do so well! Even the ads 
| g2t more pages! | agree there 
aré more ‘Shoot-em-ups’ than 


adventures, bul that i no 
excuse. it might be better if 
Cheat Mode covered adven- 
tures, but it doesn't. 

My comments are not direc- 
ted at Bob Wade especially, but 
fo him | say ‘Shove over and 
give Pilgrim room to breath!’ 
Apart from this fault your mag is 
fab. Long may you live and 


me 1 


Bo cherctely Seeking | 


Software 
Does anybody know anything 


about the Sega games Suck | 


Rogers or Spy Aunter? Accord- 
ing to the latest 
catalogue they are ‘New Re- 
leases’, | haven't seen them in 
the shops and | don't know any- 
one who has. Also has anyone 
seen the game FRA! from 
Ardvark? Has it even been re- 
leased on the Amstrad? 

Last month Stephen jones 
(no relation to me) asked about 
binders. I know several people 
who would appreciate binders, 
including me. 

Rhys Jones 
Peterborough 


Pad news I'm afraid, the Sega | 


games are shill not ready, and I 


prosper. 
Paul Nicholls 
Hoddesdon, Herts 


Come on! You re moaning about 
over six Pages devoled fo the 
Pugrim? There aren’) many 
mags that give that much 
coverage fo adventures — and J 
wowd point out that (us montis 
‘Mastergame' is an adventure! 








Amsoft | 





yy of joy’ group. That is 


| doubt they wil! be for a little 


wiwe yet. Much the same app- 
lies fo Frak. Amsoff have the 


rights for Sega games on Arnold 


in this country. 


Binders for AA are still not 
avalable, buf are being made, 


up and will be on 
offer in our pages 
In the next issue 
OY SO. 


K .-ee 


Man without Joy 
As founding member of the ‘No- 


| Joy’ group, that is the “Amstrad 
| owners who haven't got round 
| to getting a Joystick’ group, | 


would like to offer my program 
to other members of the group 
who would like to play your 
Battle of Britain Demo in your 
May issue. 

On my 6128 only one joy- 
stick, JOY 0, is supported by a 
Port. JOY 1 is covered by the 
keys 5". 6", "R’, ne hie and "CG" 
1 , TAPE 
2 FOR 


i=245@62 TO &4509:READ d#:POKE 















respectively. 

My program redirects the 
jumpblock address at &BB24 to 
a lite routine which checks JOY 
l instead of JOY 0. This happens 
because, after calling the joy- 


tick check routine in lower 
ROM, the L register contains 
JOY 1 info and the H register 
JOY 0. The demo program then 
uses the L register instead of the 
H. 

] M Worsley 

Fareham, Hants 


i, VA 


3 POKE &@8B24,&C3:POKE &BB25,@:POKE &BB26 


5845 
4 DATA E5,CD,7,45 
5 RUN" DEMOAIR. BAS" 


PS If the letters editor in his 
infinite wisdom decides to: 


| a) Print this letter, 
| b) Provide some form of re- 


muneration for the many hours 
of thinking and key-tapping in- 
volved in its production, 

then I will gladly form the ‘Lots 
the 


‘Amstrad owners who wangled 
a joystick out of Amstrad Action’ 
group. I know the initials don't 
match. Put it down to artistic 
licence. 


I'm sure all members of the ‘No-| | 


Joy’ Club will be very grateful... | 
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| Dise pokes 
| have recently purchased a 
6128, and [| must say that [ am 
most impressed with the load- 
ing speed and the amount of 



































memory storage space the 
Amstrad discs can handle. 
Naturally enough, |! went 


straight out and bought a load of 
disc software, completely disre- 
garding the tape range. My next 
idea was to get some Drilliant 
magazines with some pokes or 
hints for the games | bought, 
and some reviews of future soft- 
ware. | know this sounds like 
sucking up, But your mag was. 
the only one on the shelf worth 
even considering. 

Unfortunately I[ soon dis- 
covered that, although the hints 
were great, | coulcin't use any of 
the pokes for my games. Is 
there any way you can suggest 
(without spending a lot of 
money on hardware, or re- 
buying my games as tapes) that 
I could apply these pokes to my 
disc? 

Mark Sullman 
Ringmer 


Fam afraid that pokes for tape 
games just don't work on disc 
versions. The reasons are quite 
complex, bur are basically 
down fo the different kinds of 
protection routines used with 
the different formats. Most tape 
game pokes work by first of all 
getting round the fape Joader, 
and then poking the appropri- 
ate Values info the appropriate 
addresses fo give you infinite 
lives, or whatever. Unfortunate- 
ly it has fo be done differently 
with disc-based games. 

However, if any of our more 
ambitious readers would care fo 
send us pokes for disc-games 
they would make a lot of re- 
aders happy, and could win 
| Hemselves gitering prizes! 

























Call for clubs 

l was disappointed not to see 
my name beside the programs 
for transferring three adven- 
tures to disc — Colossal Adven- 
ture, Return to Eden and The 
Hobbit - although I did appear 
in the Lords of Adventure 
column. I didn't expect payment 
for the programs but at least | 
thought you ought to have given 
a litte credit for all the hard 
Work! 

[ would like fo get in touch 
through your pages with any 
others like me who like to trans- 
fer adventures to disc, as I find 
(us as much of a challenge as 

| the adventure itself, 

And how about a list of 
Amstrad clubs. There must be 

| lots of Amstrad owners in the 


Birmingham area but I don't 
know of any clubs. If there is a 
club nearby could someone tell | 
me, or maybe interested people f 
could write to me with the idea j 
of forming one. 

Alex Aird 

139 Bromford Road 

Hodge Hill 

Birmingham 

B36 SHR 


Not quite a 
Computer Widow 


typing in your listings he's read- 
ing AA. 
I'm on a loser unless you 





The Pilgrim is grovelling before | 
Me appropriafeé god 3s we} 
speak! | 

you have any success with | 
ciids, do jet us know, and wf 
anyone else wants fo recom-| 
mend 4 ciub, wrife and fell us| 
with the ful] name and address 
for other potential members | 


— fast: 


cheat mode for TSAM JSW, but it 
doesn't work on the 6128 disc 
version. Gan you help? 

2. He spent 3 days doing a one- 
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I'm a computer widow. Arnold | 
is to blame, Dut you've got to | 
take your share. When he's not | 


fingered job on Music Com- | 


j poser in your Feb issue. Great! 
Chopin in the making...! Until he 
found out that it didn't explain 
how to incorporate it in the 
program he's designed. You 
save it as a binary file, but then 

) what? 

| 3. And then you gave him The 
Covenant freebee AND the in- 
struchons on how to transfer it 
to disk. It doesn't. That was ano- 
ther ¢ o'clock in the morning 

| saga. 

| Gome on AA 
some answers. 

Incidentally I wonder if 

j there are any other wives out 
there who have become com- 
puter widows. Is this a jab for 
Sugarman? 

| L. Harris 

| Canterbury 


let's have 


You sound fairiy conversant 
about Amold for a computer 
|widow! Perhaps you fare 
|caught the bug just a teensy 
weensy Dif? 

However, down fo the sem- 
ous stuff. On your first pomf, | 


|aumply refer you to Mark 
Silliman 's letter above. 


Your second point is a little 
more complex. Using such a 
| binary file in another program 
| depends on your ingenuity as a 
| programmer. If you feel up to it, 
examine the listing of Music 
Composer fo discover the form 
im wiuch the music Is saved, and 
go on from there. f anyone else 
| has played around with tus, do 
| Jet us know what you've come 
up with. 
| Finally, you are indeed cor- 
|rect — the type-in for loading 
Covenant on fo disc didn't 
work. Abject apologies for the 
sleepless might, Dut we have 
published a listing thaf works in 
our June issue on page eight. 
| Hope that solves the problem. 
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get me answers to the following fim 


|. Cheat modes: He's got the § m ? 


Ss, 


SU6ARMA 
H-E-l-P 
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| tape. This can corrupt 
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Yar fer questons answered 


Dots before your 


eyes 

Asa regular reader of AA, I find 
myself writing to you begging 
for HELP! please, if you or any- 
one can. After many games and 
hours on Sabre Wulf, my wife 
decided to try your ‘Cheat 
Mode’. Alas to our shocked 
eyes all she got was nothing. 
After typing in and running the 
‘Cheat Mode’ up came ‘press 


| Play then any key’. This she did. 
| The game started to load, then 
| after 20 or 30 on the counter it 


stopped. The screen went 
black. Then white dots started 


| to appear on the screen at regu- 
| lar intervals, starting top left 
| and going to top right. 


Then 
going down a line. Then across 
screen again, all the way down 
to the bottom right. Then back 
to the top again, until the screen 
was full of white lines going 
down the screen a reqular 
intervals. 

So the machine was turned 
off then switched on again, the 
tape was rewound and started 


again without using the ‘Cheat. 


Mode’ program. Up came the 
prompt ‘loading Sabre Wulf 
Block 1’, 
goes black and it starts all over 


again. The dots start again. Off | 


goes the machine, in goes ano- 


ther game. Perfect - no pro-| 


blems. In goes Sabre Wulf, and 
again lithe white dots. She did 
not press ‘REC’ or any other 
key when she did the Cheat 
Mode, So if anybody can HELP! 
please | would be very grateful. 
E Griffiths 

Anglesey, Gwynedd 


ff would appear that, at some 
point, you have corrupted the 


program on the tape. This ts | 
definitely not as a result of using 


the ‘Cheat Mode’ program, as 
tus does not write any inform- 
ation fo tape. Information cannot 
be written to the fape without 
pressing the Record key first. 

it is difficult to say at what 
point the tape was corrupted. 
The only point that it might have 
Rappened is f you turned 
Arnold off before stopping the 
the 
Program. The effects you ob- 
served on the screen sound like 
the screen memory being cor- 


fupted, and may have hap- | 


then ‘click’ the screen 





pened because you typed the | 


program incorrectly. 


Problems with pokes 
I've only had my computer for 
about 4 months, and as yet know 
very little about programming, 
or for that matter any other as- 


pect of computing. My success — 


with games is limited, hence my 


ery. 

I seem to be having trouble 
typing in my progs. For 
example, the spellbound poke 
given in your latest issue, which 
when typed in gave me ‘Data 
exhausted in 30'. Likewise a 
similar thing happened when I 
typed in a poke for Noenferra, 
only this time it came up with 
‘Type Mismatch’. Imagine my 
annoyance when I typed in a 
game listing of some 360 lines 
from another mag, only to find 
‘Data exhausted in 430’; yet, on 
checking, no typing errors 
were found. 

It has occured to me that 
these progs were written on 
664's, but would that make them 
incompatible, or is the problem 
with my 464? Have I got a 
‘rogue’? Also, | have it seems a 
fault on my volume control, just 
to add insult to injury. 

So there you have it. Please can 
you throw some advice in my 
direction before I become com- 
pletely bald. 

Dave James 

Stroud 


chine to give this sort of error. 


| The most Likely cause is simply 


that you have typed the listing 
incorrectly; this error message 
is likely to come up if you have 
mus-typed any of the code in the 
DATA statement, line 60 of the 


| Spellbound poke. 


Listings printed in maqga- 
zines are usually taken directly 
from a printout from the com- 
pufer, and rarely confain mus- 
fakes. But If is Very important 
that every single character ius 
typed in accurately, otherwise 
the whole program will crash. 
The answer is fo check, check, 
and check again. 

Error messages from 
flmold, like those on most com- 
Pufers, are not that easy fo inter- 








pret. For example, the error 
you encounlered with the Spe- 
libound poke occured at line 30, 
as stated. However line 30 is 
feling Aumold to READ data 
from the DATA ist on line 60, 
winen is why J suspect your 
problem to be there. 


Tape to disc transfer 


| Could you please help me. I | 
| have an Amstrad CPC6128 and 


have had trouble transferring 


games from tape to disc. I | 
bought Transmat, but found that 
a number of games didn’t trans- | 


fer and yet weren't on their 
TIE'S, (additional pregrams for 
problem tapes). Problem games 
include: Yie Ar kung Fu, Beach- 
Head, Matchpoint, 
Bruce Lee, Enight Lore, Kung 
Fu, 
Dan. Could you please advise 


to run on disc. 
David Marek 
Edinburgh 


There is. another program 
called Bonzo Meddler from 
Nemesis that might do the trick, 
but if might not. Remember that 
copying conumercial games, or 
software of any kand, constifutes 
a breach of copyright and as 
such is illegal. No one is going 
fo object if you transfer them for 
your own use, buf if you start 
selling copies, or even give 


them fo friends, you are brea-— 
| Jang the jaw. 
|Keep your hatr on, Dave! I 
| doubt very much that there is 
anyling wrong with your ma- | 


Utility of the year 
Many of your readers seem to 
be having difficulty with some 
tape based programs not load- 
ing on machines which are 
equipped with disc drives. | 
also had problems with my 
CPC464 with the disc drive atta- 
ched and would like to pass on 
to others how my problems 
were solved; 

I would like to nominate 
Beau Jolly’s /0 Computer Hits as 
Utility of the year as it solved my 
problems with 


restores the memory lost to 
disc. You then press CONTROL 
and small ENTER, as for normal 
tape load, and hey presto your | 
program works. I hope this tip 
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Matchday, 


|} Amstrad. The reason for 
| letter is 
have been trying ‘Stunt Rider’. I | 


difficult | 
programs. It has a small loader | 
program before each game and | 
this loader program, when run, | 


PROBLEM ATTIC 


will be of as much use to your 
Teaders as it was to me. 

PE Reynolds 

southampton 


Many thanks for the tip, and yet 


another reason fo buy 10 Com- 
puter Hits! 


Battery backup 


Do you know of anyone who 
| makes a battery backup for the 
Amstrad or any other 5 volt | 

















supply computer? The Amstrad | 


has got protection against mains | 
spikes and drop-outs, but not of | 
course against the sort of inter- | 


ruptions that lightening causes, | 


especially in rural areas like | , 


this with overhead cables, etc. It | 


should be possible to fit a small | >, 


rechargeable pack between the | 


, | ee ais, | Monitor and the 5 volt socket. 
Number 1 and Dynamite "Martin Clark 
me on how to get these games | Builth Wells, Powys 


We don't know of such a pro- | 


duct. You can buy a UPS (unin- | 
ferruptable power supply) from | 
compames such as Al Com- | 


pufer Services, 


0952-50E737). This gives you | 
around half an hour's use after a | 


power cuf — enough time fo ger 





Telford (Tei: | 


data saved onto disks. But it'll | 


cost you more than the com- | 


puter did — around £500. 
Stunt Rider 


/ 


I am writing this in frustration 
and anger. Like most Amstrad 


owners [ have become a game | 


addict. I sleep, eat and talk | 





because for 5 months | 


this | 


have been gripping my joystick | 
and tried to attempt 50 buses | 
but always crashing on the 48th | 
bus. ] have done everything you | 
can do to the game. There are | 


probably other 


addicts out | 


there with the same problems. | 


am I just no good at the game? 


_ Julian Burton 
Tiverton, Devon 
Neither. We don't know of any- | 


one who can manage ali 50 | 
buses. BW cerfainfy can. ! 


Maybe they just put the extra | 


ing the joystick for five montis. | 


particular game. 


buses there to keep you gripp- | | 


Can't think of any other reason | 
| you'd want fo keep playing att | 


Am I doing something wrong or | 








Rambo riddle 





























Great BW 
reviewer? 
Darian Smith 
Wimborne, Dorset 


or the 

















ine great BW. 


Back issues 


I wont bother going into all the 


stuff about how much | like your | 


mag because the folowing will 
tell you how much I lke your 
mac. 

I have been geting your 
mag for about 5 months, but | 
missed getting issues 1,2 and 3, 
so please can you tell me how I 


should go about getting them| 





In your Issue No. & you give 
‘Rambo’ 56% overall. I go into a 
shop and take another Amstrad 
mag off the shelf (not to buy of | 
course) and read through the 
software reviews. I find ‘Rambo’ 
game of the month with 18/20 
overall. Who do I believe? The 
other 


| but they're not that bad. For all 


and how much it would cost. 
Jason Nelling 
Nelson, Lanes 


i'm afraid we've sold oul com- 
bietely, and Mat qoes for issue ¢ 
as well, 5&9 are available as 
Dack issues — they cost cover 
price plus 35p P&P. In other 
words £1.35 for & 6, 7 and 9 and 
£7.85 for issue 8 (which includes 


| afree cassette). 


You won't print this 

You fibbers! My colleague, Mr 
C Wilson and I sent you a demo 
tape of our software house's 
first release, the “Oftsoit 4 
pack” priced at 99p, since we 
had read in issue 8 of your mag 
that you review every new 
game you can get your hands 
on. Then I received your letter 
saying thal you found our games 
“interesting” but had decided 
against reviewing them. Why? 
Okay they're not blockbusters, | 


you know I could be a starving | 
$0 year old man who's last re- 
sort was setting up a software 
house. A certain game that you 
reviewed scored only 10%, 
surely our 4 pack would have 
scored that much wouldn't it? 
One of the games has now 
been dropped and two others 
have been improved so will you 
review them now? If not I sup- 
pose suicide is the only answer, 
but that wouldn't bother you 
would it? By the time you read 
this | may be dead and your 
reputation would be ruined. Ha, 
ha, ha, ha! But you won't print 
this anyway because you'll feel 
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- Se | course do not rush out to buy a 
>| Program on release, wait! And 


' too. guilty. 


Andrew Douglas 
Carlisle, Cumbria 


Yes, I guess your pack would 
have scored around J0 per cent 
on Value and you'd have Deen 


| even crosser. We ARE interes- 


fed in looking af software from 
small, new software houses, but 
there's no point in our review- 
ing i unless the programs are 
good. Neither you nor the rest 
of our readers are going fo 
thank us for slagging off a pro- 


you. about time some of these solt- 


| Barry White 
























| counts the voucher is effectively 
) worth near to nothing. 

It does seem to be a sad and 
|shabby state of affairs and it's 


ware houses got thei fingers 
out!...Phew I needed that! 
The moral of this tale is of 


then you may get what the ad- 
Verts promise. 


Biggleswade, Beds 


Arnold v burglar 


I bought myself an Amstrad 464 
for Christmas and since then my 
| house is starting to clutter up 
with expensive electrical items, 
|so I was wondernng if it was 
possible to buy an alarm system 
fo use Via the computer without 
having to buy a burglar alarm 
system. 

Andrew Burridge 

Exeter 


| Can anyone help? 


duct which few people have | f 


ever heard of. 


Software delays 


During one mad week now lost 
in the midst of time I spent over 
£30 on two programs, Elite and 
Mini Office I]. Due to their now 
infamous bugs they were both 
returned to the software houses 


concerned. I have only just re- | 


ceived my new copy of Elite but 
seem io be getting regular let- 


ters from Database saying that | 


they are still working on M.O.il. 

I must say | do find the 
situation intolerable. Is this the 
standard of treatment [ must 
learn to expect? When I spend 


| nearly £20 (Mini Office I) on a | 


product | don't expect to be 


without the use of it for weeks | 


(or is it months) on end due to 
the manufacturer's fault. [ know 
that Firebird have given a £2 
Youcher to those of us who had 
the misfortune to buy Elite plus 
bug, but I notice it is only re- 
deemable from their own maul 


order service, when with a little | 
bit of shopping around for dis- 

















It is I 


Before I get to my point, I'd like 
to clear up a few others. Firstly 
Mr M Valery who brilliantly 
achieved 13,728,780 on Yie Ar 
Kung Fu back in issue 7 was in 
fact Mr C Valeri, me. Secondly I 
totally agree with Anon from 
Ramsgate, Kent of the same 
issue “Re-Action’, and by the 
way that was me as well. [never | 
realised my writing was so bad, 
that's why I've taken the precau- 
tion of typing this time. 
Now to the point. 


P-aaede,™ 


I've 
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always wanted to know why it is 
that the price of software is 
constantly rising while hard- 
ware gets cheaper. I can re- 


cost between £5 and £6 (and 
magazines were about 6p). 
Nowadays most games are be- 
tween £9 and £10. By compa- 
ison the 464 used to cost £350 
(with colour moniter) and now 
it's £300. Even (dare I mention 
it) the Speccy= used to cost 
2180, now it’s £130 and to be 
reduced even further | believa 
because of the 128. So why does 
soitware get more expensive? 
Mastertronic have got the 
right idea pricing their software 
between £2 and £3. A game like 
spellbound could beat some £10 


Games hands down and 
everyone can afford if, 
Christian Valeri 

Ramegate, Kent 


Ni asease 


Advancing technology flag al- 
jowed hardware costs {fo fall 


man-hours that have gone into 
developing a program and tlus 
has fended to increase a3 solt- 
ware becomes sophisticated. 
But the price of software also 
depends on how many people 
are likely to buy it. Thats why 
Spectrum software tends fo De a 
litte cheaper — there are many 
more Spectrum owners out 
there, Mastertronic’s gamble of 
selling software very cheaply 
has paid off in very high sales, 


and several other companies 


are now moving inte the budget 


| #ofnvare market. 


| Ultimate’s downfall? 


When I originally got my Spec- 
‘rum in 1984, the frst two qames 
i rushed out to buy were Un- 
Gerwurlde and Knightlore. I'd 
seen reviews which couldn't 
praise them enough. Then Alien 
5 came out and a great amount 
of hoo-ha was generated calling 
# a rip off, Knightlore redesig- 
med etc. but [ took no notice. So, 
being a great fan of their soft- 
Ware op until then, when Night- 
shace came out, 1 bought it with- 
Gal even seeing a review 


= 


| Fraser Aophins 
| East Kilbride 


dramautcally. Software costs de- | 
pend largely on the number of | 


| thing that is 






| beforehand. What an idiot I felt | 


when I loaded it upl It was pure 
unadulterated 5!*!., 


| Guntright is just the same with a 
member the days when a game | 


few more frills added to fool the 
unsuspecting software pur- 
chaser yet again. But, to cap it 
all they've now had the cheek to 
release Cyberun, which is 


worse still, consisting only of an | 
upgraded 1983 game Lunar Jet- | 


man. I don’t know what is hap- 


pening fo Ultimate, but they | 
| won't last much longer if they | 
| carry on the way they are going | 


at the moment. 
5 Valente 
Tyne & Wear 





| Maybe you're overstating it. A 


fot of people really liked Night- 
shade for example. 


| Help 


| IT'S IMPOSSIBLE. .....0ssseseeeeessaees 


Iam of course referring to Air- 


wolf. [ have had this game for, 


four months and can last only as 
long as the bonus does. I have 
blown up boxes, attacked the 


| “spinning dustbins", prayed, 


sworn and pulled my hair out 
but still no success. Please can 
you halp mer 








Yes, i's mean, isn't if? That's 


wity we prinfed an indestructi- 
bility Poke in our March issue. 
Did you miss it? 





Frozen wastes 


I am probably speaking on 
behalf of hundreds of Amstrad 
users who live up in the frozen 
wastes of the North. Normal be- 


Modems minus 


Firstly | must state that I am 
probably one of your older gen- 
eration (that is over 21) of re- 
aders and let me compliment 
your layout of the maqazine and 
its content. It has a nice balance 
of gossip, reviews and some 


| down to earth news. 


For what it's worth, the only 
missing in my 
opinion 15 a modem/comms sec- 
tion and this is what has 
prompted me to write this letter 


| to you. [have logged onto many 


BEs (bulletin boards) in the Lon- 
don and surrounding areas and 
the biqgest problem seems to 
be that hardly any cater for the 
Amstrad — so how come???? 

[ would warmly welcome 
any Sysop that would cast an 


eye to this situation and I'd be 


even willing to pay a nomninal 
subscription to support any 
such board. There are a few thal 
have a very small Amstrad Sec- 
tion eg. the Lair 01 502 4543 and 


| John Jenkin 





| nerth of Shepfon Mallet is consi- 







































































No Answer 
In the ‘Knight Games’ compe- 
tition there was a question: 
“How long did the Hundred 
Years War last?’ There can be 
no answer to this because there 
never was a war lasting one 
hundred years. There were two 
parts to the Hundred Years war. 
The first was from 1337 to 1376, 
when the English had victories 
at Crecy (1346), Calais (1347) | 
and Poitiers (1356). The second 
part was from 1420 to 1453. In 
1429 Joan of Arc relieved 
| Orleans from the English, who 
had besieged it for seven 
months. She was caught and 
burnt in Roven in May 1431 by 
the English as a witch. But she 
| had given the French the will to 
| fight. The English lost all pos- 
sessions in France except for 
the Port of Calais. f lam wrong | 
will admit it, but I have got this 
information from a good history 
book and I doubt ifitis wrong. 
Padraic Eelly 

Dublin 


lief has it that the only things 
North of Watford are Balmoral 
and the Ml, but some bright 
spark took it upon himself to test 
this theory and (SHOCK! 
HORROR!) brought the Amstrad 
Computer Show to Manchester! 
And what was the effect? 
Amazement, glee and a taste of 
the better hfe. Now we are on 
the rampage. Either ensure us a 
Northern Computer Show for 
every year to come or we will 
come down there and wring all 
of your little necks, Hadrian's 
Wall will not keep us out any 
longer. 50 there! 



















Wilmslow, Cheshire 






Here in Somerset, anyone living 








dered an Eskimo. WE think 
there ought to be a WESTERN 
computer show, 








Look, we've already come un- 
stuck on fwo previous compe- 
| Ghen questions, we cant poss- 
Bm JOip Sack down again. Your 
Irish history books may well 

r gpolit up the war like that, bul as 
far as were concerned the gap 
between the fwo phases was all 
par! of the war which Werefore 
lasted 1337-1453. 116 years. Can 
we return fo compuling, now 
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Alice's Kestaurant 0] 882 75/73. 
When I have chatted to both of 
these Sysops they state thal they 
only have around 8 callers or 
$0, | 

If other CPC users were to 
call more and use these secthons | 
requilarly then the Sysops would 
be more willing to make these 
sections exclusively to CPC 
Users by issuing them with a 
password, thus denying access * 
to any other terminal. - i 

BBS aré a great way of ex- 
changing ideas, selling or ex- 
changing software etc. 50 how 
about a mention to other re- 
aders and let thern find out for 
themselves all the benefits to be 
had from these BBs? I have com- 
piled a list of BBs who have an 
Amstrad Section and they are as 
follows:- 


The Compost Heap 0622 46036 | 
Marctel 01 346 7150 
N.B.B.5. 01 455 6607 
The Lair 01 502 4543 
| Alice’s Restaurant 01 882 7573 [pi | 


ooo90g0a0) 
raayeyayatalefaye 
Ggacocenod $I 


All of the above are on 
1200/75 and 300/300 and run 24 
hours, 7 days a week. I must 
finally say that I am plugging 
them for no other reasons apart 
from the fact that ['m fed up with 
only seeing my own name on 
them and | would love to see 
some new messages from other ¢ 
Amstrad users. 

Terry Connell 
London SE9 


Pe 
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Thanks for the tape 
Thanks to you for the splendid 
cassette free with the May issue 

| of “Amstrad Action". “The 
Covenant” has given me many 
long frustrating hours of plea- 
sure completing the task (much 
to my wife's disgust). 

I enclose a photograph of 
my completed screen showing a 
score of 55,298 in just under six 
and a half hours and hope to be 
acclaimed Covenant Champion 
in your “Hi-Score” section. 

Must go to replenish 
energy. 

Brian Smith 
Ashford, Kent 


Not bad, not bad. That type of 
score was impossible until our 
free fape came along because 
earlier versions of the game 
contained a bug which made it 
impossible to complete. 


I thought the demo games were 
| great. When in your review of 
Get Dexter you said it had lots 
of little details [| soon found oul 
| what you meant. When I played 
the one screen one of the first 
things I did was to jump on the 
swivel chair — you swivel alright 
and then fly off! | was thrilled by 
Swords and Sorcery — il's just 
| like D and D, almost like the 


| Program swapping 


Gould you please put the follow- 
| ing letter in next month's reac- 
| tlon page: 

“Interested im swapping tps 
} and software?!! [ have a large 


amount of disk and tape soft- | 


ware and [ would lke to hear 


from Amstrad owners in En- | 


gland and [reland. Please send 
your lists to: 

John Bourke 

Ireland 


Sorry, john, we're nof printing 
your full address, because we 
don't support software swapp 
ing. Something fo do with the 
fact that most people who swap 
software fend fo keap a copy 
for themselves. Guess who 
loses oul? 








real thing. Doomsday Blues has 
far bigger playing area than | 
would have thought for a damo 
game — pure brilliance. And last 
but not least, B of B. My friend 
spent almost all day playing on 
it and he said “Best game for 
ages". All in all a few qames 
that will pul PSS back on the 
map. 

Simon Hunt 

Corsham, Wilts 


May I congratulate you on the 
practical joke you played on 
your readers in the May issue. 
Not content with giving us a free 
game on a cassette which cannot 
be simply loaded from tape to 
disk, you went to some lengths 
to explain to everyone that il 
was a slow loader (it wasn't) and 
provided a program to transfer 
it to dise (it wouldn't). 

Other than this gripe | must 
congratulate both you and Pos 
on your vision and marketing. A 
cassette of demonstrations pro- 
vides a far better taster for the 
buying public than any number 
of full page adverts promising 
super fast graphics and mund 
blowing sound. After all, one 
second's play is worth 25 screen 
shots. Seeing some kind of wor- 
king program also gives the 
prospective buyer some confid- 


They're not free 


Perhaps you could satisfy my | 


curiosity on a small point and, at 
the same time reinforce your 


| reputation for answering criti- 
| cisms openly and frankly. 


You adverse 


| games given away with new 


subscriptions to AA and yet | 
calculate that you are charging 
£4.50 more for a one yoar sub- 
scription 

than the equivalent newsstand 


| cost. Why? I know that postage 
| and packaging costs have to be 


considered, but I would have 


| thought that would be substanti- 
| ally offset by the percentage of 


the cover pricé you don't have 

to pay the newsagents on issues 

bought through subscriptions. 
oo «why the extra £4.507 

Could it be to repay the costs of 

the “tree” tapes? | think your 

readers would appreciate a re- 

sponse in the mag. 

M Girouard 

Tadworth, Surrey 


Do J] detect a cynical mind at 
work here? Yes we do /Jogé a 


substantial proportion of the | 


cover price on magazines sold 


through newsagents and there- | 
| fore do beter out of copies sold 


on subscription, On the other 
hand, there are considerabie 
cosis involved im running 4 #ub- 
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ence that at least part of the 
program is written. (Ocean and 
US Gold, are youlistening?) 

Ail in all these demonst- 
ration tapes are a great idea. 
Keep it up. 

P Marson 
Bristol 


We printed the correct disc 
transfer listing last month with 
our apologies. 


I would like to draw your notice 
to a small bug in the Covenant 
program last month. In my tape, 
if | re-enter a sector after just 
leaving it I find a ghost has 
materialised and that I have to 
kali it before it jalis me. This is 
rather hard especially as it is 
invisible: Could you please tell 
me if this is supposed to 
happen? 

I know that you have had 
this sald to you a thousand times 
but I think your magazine is the 
best out of all the others. The 
mag is fresh and it lightens up 
my day and ‘Oscar’ (my 464). 
thank you! 

Robert (Bob-a-job) Carter and 
Oscar 
Boston, Lincs 


First we've heard of that bug. If 
H's invisible, how do you know 


i dunk tie 
fairest thing is fo compare our 
subscripfon costs with othe 
Amstrad magazines — they're 
rougily the same. Excepf that 
we offer free software worth 


ree" |aimost the full amount of the 
7 | subscription. 


MANOA 


| Hm cawam I 


Ludicrous suggestion 


[‘m not one for putting pen to 
paper, but couldn't resist reply- 
ing to Richard of N. Ireland's 


letter in your May edition. In his | 


letter he condemns the release 
of such games as Raid over 





7] magazine, 
Wii) humour such as that seen in the 





Yorks, HX3 SED 


isa ghost? 


Drumkit — it’s yours 
Scanning through the letters 
page of the last issue, | noticed a 
couple of people having pro- 
blems typmg in my Drumkit 
program. If anyone wants a 
copy the lary way, I can provide 
one on receipt of a cassette or 
disc and enough return pos- 
tage. The address is the same as 
for the new Adventure Writers | 
(and players!) club we are sett- | 
ing up, namely:- 

Camel Micros 

Wellpark 

Willeys Avenue 

Exeter 

Devon 
which has a great library of free 
software for members (pluq!). 
John Keneally 
Exeter 





| Moscow and Theatre Europe. 


The suggestion that such 
games are likely to have any 


| significant effect on East-West 


rélatons is ludicrous. Also from 
what I've seen of Theatre Eu- 
rope, il certainly doesn't treat 
the subject of nuclear war haght- 
ly. The very fact that the nuclear | 
option is practically a4 no win 
option is enough to put the fear 
of God into anybody, and deter 
anybody from using it. | 

If any person is influenced 


| by these games thon they must 


already be maniacs. 

Right, [ll put my Soap box 
away now. Thanks for a great 
the touches of | 


reply to Mark Smith's letter 
(May tssue again) add very 
much to the enjoyment. Please 
keep it up. 

Whilst writing | would hke 
to ask any readers interested in 
joining a new Amstrad User 
Club, particularly in the Calder- 
dale area, to please contact me 
as soon as possible. | have no 
experience in the setting up and 
running of clubs so I am also 
looking for tips from prospec- 
tive members and also anyone 
who is currently involved in the 
running of a club. 

Andrew M Coote, 16 Matlock 
Street, Lee Mount, Halifax, W. 
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BEFORE THE GATES 
OF WOLEDORP 


OLD TROLL! 
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SCREEN SHOTS FROM 
THE SPECTRUM VERSION 
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CHM 6428 £9-95 


GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 





Squash ’em or be squashed 


@, Based on one of those all- 
time lows in the world of movie 


TELA ee Ee hy 
nominated for a Golden Turkey 
Award, the Attack of the Killer 
Tomatoes squeiches on to your 
screens courtesy of Global 
Software 


e, It's a bit of a sauce, really. 
There's Wimp Plasbott, working 
away in the Puralom (tm) 
processing plant, when 
suddenly, several hundred killer 
tomatoes turn on you. 


e. Rotten, aren't they? 


e. All you have to do ts to help 
Wimp keep the Pizza Parlours 
well supplied with purée while 
attempting to hammer the reds 
before they can do the same to 
YOu. 


@. Sounds absolutely killing, 
doesn't it? 

&, But can you stand the sight 
of rivers running red? And have 
you got the bottle for it? 


@. lf you havent, hard squish! 


Available for: Spectrum 48K, all 


Amstrad CPC machines and all 
VISX 64K machines 


Available through all | 
good dealers 


Send — & P.O. to: 
ed Saree 


PO Box 6? London SOFTWARE ‘BS 
Teal: (1 998 1360 
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Despite continual denials, ramours still abound concerning the 
Amstrad micro to follow the PCW 8512. Will it be an IBM PC 


‘compatible? Amstrad are series nothing but the grapevine is | 


humming. 


tt has long ‘en canbuned that. 


- Amatrad | are about to launch an 


IBM PC compatible, though no-— 


thing has been officially announ- 
‘ced yet. If Amstrad does, it will 
celtainiy be a nice addition to 
ee ania 

lair name. tog ee aril the 
CPC 464, gives. them: virtual 
domination of the entertainment 





market: The. e138 is a qood all- 
rounder while the PCW models - 


are dominating the small busi- 
Tess market. Indeed larger 
companies are even using them 
as cheap termurals to mainframe 
computers. A PC compatible 
would certainly provide an in- 
road to the business market as a 
whole, Dut how can Amstrad 


make it different from any other: 


cheap compatible? 


“The IBM PC was launched 


bee ie an: dadoatey standard 
simply because of those three 
magical letters ‘IBM’. Intern- 





Colossus Chess 4 

This powerful chess program, 

already an AA Rave in its CPC 

incarnation, is now available for 

ihe POW 8256 and 8512. (we 

knew they weren't just business 
~ machines!) 







“ational Business Machines had 


become the company for main-— 
frame computers, giving rise to 
the adage ‘nobody ever got 


fred for buying IBM’. This, toq- 


ether with the company: ‘= huge: 


size, Gave an instant advantage 
over anyone else. 

Other companies: could 
either compete in vain, or give 


in and produce models that , 
Were compatible with the IBM 
PC {could run software written 
“for it}, but 
cheaper. Even large companies 
“such as: Olveth, -Compad, 


were faster or 


Tandy and Ericsson, to name 
but a few, succumbed to the 
pressure. The pressure comes 
from the huge library of soft- 
ware written for tha IBM PC - 
possibly bigger now than the 
CP/M library. 


Recently a whole bunch of — 
cheap “Tiawanese. compatibles’ 
have hit the market. Made in the: 
Far East and imported here,” 


these have forced the price of 


Besides being the most 
powerful chess game available 
for the Amstrad ranqe, it is also 
the most flexible. It features 
either a two or three dimen- 
sional board, has an almost in- 
finite number of difficulty levels, 
and a host of other features. It 
comes from CDS Software and 


costs £15.95 for the PCW range. 


that 
compete. 





KEE 
compatibility down towards the 
£500 level, and it is against these 


Amstrad will have to 


So what are the rumours? 


Rumour has it that the PC com- 
patible will be launched at the 


— Amatrad show in Harmmersmth 


this month - or at the PCW Show . 
in September, depending who 


Research's 
GEM, an operating = ~~: 
environment rather like that of: 


the Apple Macintosh; and with 


DOS-Plus, an operating system 
‘vary compatible to the MS-DOS 


ofthe IBM PC. 


Rumour has it that two 


- models are in the offing: the first « As 
a monochrome model with 138K: 2 


of Ram and selling for £399, the 


eo Second .@ colour. version with. -.--- = 
==. 256K of Ram and a price tag of. 2 


£499; both complete with prin- 


ter. Those are the rumours, but 
50 far there is litle to substanti- 
ate them. A spokesman from 


Amstrad said ‘I'd buy ‘that, if it 
existed’, but Amstrad have 
always been quiet: about new 
products until they are 
launched. Very few journalists 
knew anything about the PCW 
unt! launch, and by then it was 


pretty well in the shopa. ap aes 
So it looks like we will have: -:-2 5: es 
to wait. Suffice ittesay thatifthe — 


you talk to, Rumour haa it {hat it 
will: 


come with Digital 


Music by Arnold 

At £129.95 ths package may 
sound expensive, but it claims 
to turn your CPC into a com- 
plete recording studio. Called 
The Performer this is a MIDI- 


based system that allows you to 
write, record and play up to 
eight seperate tracks of music in 
‘realtime’. 

This MIDI (Musical Instru- 
ment Digital Interface) is a stan- 
dard that has been accepted by 


most electronic synthesiser 
mamnufacturers for the digital 
control of their products. Using 


Tumours are true, 
quite a machine. 


it your computer can send sig- 
nals to control the pitch, envel- 
ope, tone and other parameters 
ofa series of MIDI instruments — 
which can allow you to produce 
totally professional results. 

The Performer, from Pro- 
teus Computing, includes the 
software and MIDI interface. 
You have to provide the sysnth- 
esiser, but this sort of system is 
still considerably cheaper than 
studio time! 


my 





it wil be 
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Converting the 8256 


Feelmg hard done by, all you 





S205 owners? No longer we 
envy of your fmends;? Citadel 
Products may have the answer 
With an upgrade kit to convert 
the humble Joyce into an 8512. 
The Kadec USlZ, as it is 
fetchingly called, comes with 
the second 800K dige drive and 
the extra RAM, giving you a 
RAM Disc of 368K. Citadel claim 
thal it can Be fitted in less than 
20 minutes if you know how to 
change a fuse, and requires 
only dexterity with a screw- 
driver and a small hacksaw. If 


DIY PUBLISHING | 


| Fancy trying your hand at publ- 
_ ishing but never quite got 
around to it? Advanced Memory _ 
Systems might have just the 


thing to provide the incentive. — 


At long last AMX Pagemaker is 
_ available for the 464, 664 and 
» 6128. | 

> he highly successful 

“program is part of a new 


ae species of software that is taking 


.-“@-high profile at the moment - 
. partly thanks to the efforts of 
. i Shah, and that little factory 
“AMX Pagomaker won't let 








“ceasor, graphics package and 
‘typesetter. With it you can lay 
“your golden prose into column 
‘grids on a page, interspersed 

_owith the occasional work of art. 
Pictures: can be stretched, 

shrunk and moved around the 

“page, and your copy set in a 
a “halt : + of typefaces. i 








Graphics for 


pPregrammers 
Hidden on one of the discs that 
comes with your 6128 or PCW is 
a set of powerful graphics fools, 
the GSX graphics system. HiSoft 
aim to let you use these with 
AiSoft C + + and AiSoft Pascais0, 
allowing you to draw lines, plot 
points and fill areas on screen 
with your C or Pascal programs. 
The G&X funchon library in- 
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you are scared of playing 
around with foyce’s innards 
then you can always go to one of 
Citadel's dealers who will do 
the job for you. 

The kit costs £189.95, in- 
cluding delivery, and can be 
bought direct from Citadel on 
01-951 1846 
Name change 
Microile, reviewed in our June 
issue, has changed its name. 
Cornix Software are now calling 
it Cornix Card-index, because 
of other products with the same 
or similar titles on the market. Is 
this the start of a rend? 
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The package comes on two 
discs and is designed to be 
used with the AMX mouse sy- 


stern. It sells for £49.95, and will 


compete with Mirrorsoft's Fiee! 
Street Editor when that appears 
in the shops. 


corporates around 30 routines 
that allow you to unlock the full 
potential of these machines’ 
high resolution graphics. Even 
more important, HiSoit are pro- 
viding full documentation, and 
the routines in Source form, so 
you can make the most of them 

Owners of previous ver- 
gions of these languages can 
upgrade by returning their 
discs to Hisoft together with 
£10.00. The new versions cost 
£39.95 each, Arnor can be found 
on (0502) 696421, 
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Leather on willow... 


Fancy yourself playing for En- | 
gland (Oh the glory!), then this | | : 
released | | 
Graham Gooch's Test Cricket! | 


could be the one for you. Audio- 
gemc have just 


on CPC cassette and disc. It is 
meant to be a faithful simulation, 
with sound effects and speech. 


Prices are £9.95 and £14.95 


respectively. 

Let's hope it's not as boring 
as the real thing...(ducks to 
avoid ensuing flack from cricket 
fans). 


Load Fe Font ° Bd just 


Font | 
fio 2 


Load levt 


1 = j 
Litects 
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Also avallabie for the CPC 
range is AMX unlines, a support 
package for the mouse that en- 


ables you to enhance pictures . 


created using AMZ Art. It is 
priced at £14.98 for the cassette 
version, and £19.95 on disc. 





The Cauldron 
continues 


| Fans of Cauldron from Palace 
| soltware, 
we made it an AA Rave, will be 


which includes us as 


pleased to hear that Part I] has 
bean released. Subtitled The 
Pumpkin Strikes Back it is more 
of an arcade/adventure, and fol- 
lows on from where Cauldron 
left off. 

In the first episode you took 
the part of the Witch, defeating 
the Evil Pumpkin and retrieving 
Golden Broomstick to 


the 
become Witch Queen. In Cauld- 
ron IT you switch sides and 
become the last surviving pum- 
pkin, whose mission is to defeat 
the Witch Queen. Sounds like a 


recipe for 
me... 

The Queen's castle, where 
the action takes place, has over 


100 rooms. As usual anything 











a 


The ultimate 

database? 
That grandaddy of databases, 
dBase i], is now available for the 
PCW 8256 and 8512. First Solt- 
ware have finalised a deal with 
publishers Ashton Tate to 
launch the package al the price 
of £119, instead of the £400-odd 
that 15 usual for this title, 

dfiase if, despite its age, is 

still regarded as one of the most 
powerlul and flexible databases 
around. This is largely because 
it if a programmable database, 
with its own language that is 






























Amstrad's own 
modem 
Amstrad have made a deal with 
Pace to market the Nightingale 
| under the Amstrad label. This 
excellent modem, prmced by 
| Pace at £135, can communicate 
at V2l and V23, allowing con- 
| nection to most bulletin boards 
as well as Telecom Gold and 
Prestel. As such it caters for 300 
lSZ00/75 baud rates and is 





and la 

switchable between Originate 
and Answer modes, though il 
docs nol feature auto-cdial of 


AutO-answer. 

Amstrad are to sell it at a 
budget £99.95, complete with a 
three-month subscription for 
Prestel and Micronet 800. 
Sounds like a good deal, though 
you will Lemash lo gel an 
R5232 interface and suitable 
COMMUNILCalG is Selene 


i | 
eg EE 


that moves can kill you, Dut you 
gain magical powers as you 
search for the objects needed to 
Hnish the qame. 





schizophrenia to ..... 








similar in use to Basic. It is an 


industry standard in the same 
vein as Wordstar. 

First Soltware are also off- 
ering a telephone ‘hotline’ to 
provide instant help to those 
with problems. It will cost an 
additional £40 a year and will be 
on their main phone number — 
O7T357 5244. A lot to pay, but 
these are the sort of prices that 
business micro buyers are used 
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BATTLE STARS 

With a scenario drawing heavily 
on the films ‘Battlestar Galact- 
ica’, ‘Star Wars’ and ‘Return of 
the Jedi’ (and no bad thing 
either), Baftle Stars is the new 
game from Microbyte Software. 
You find yourself in charge of 
the star cruiser Galaxy One, and 
your task is to penetrate the 
outer shields of a Cyborg Battle 
Star, launch a Ranger Craft full 
of Jet Bike Commandos, enter 
the Battle Star and destroy its 
reactor cooling system. 

This is accomplished by 
means of three seperate game 
sequences, each using different 
display techniques. the first is 
the "Deep Space Mission’, which 
iw depicted in vector graphics; 
next is the attack on the Battle 
Star, using full colour 3D 


) Joyce meets Protext 


The Profext word processing 
system from Amor is now aval 
| able for the PCW range. This 


powerlul package has received 
much acclaim on the CPC 
models, toqether with its accom: 


panying Prospell spelling 
cnecker and FPromerge Plas 
mailmerge system. Now all 


three packages are available as 
3 gle system for £79.95, or 
Prospell itself can be bought for 






rrospell comes with a dic- 
of over 30,000 words 

check Locoscript or 
Siar-type files as well as 


a created under Pro- 
sell Arnor claim it can 
Dee used to solve 

Gf you ve had enough of 
Secret Profext could make 


Save the 464 


Or does it need saving? Not 
according to Amstrad who say it 
is still in full production, and still 
selling well. 

The purchase of the Sinclair 
brandname, and rumours of a 
new 128K Spectrum with built in 
cassette deck caused concern 
over the future of the CPC 464. 
At the time Alan Sugar stated 
that he viewed the Sinclair name 
as Amstrad’s ‘Entertainment’ 
label, leaving Amstrad itself to 
look after the business side. The 
464 looked like the pigqgy-in- 
the-rmuddle, and soon for the 
chop. However a spokesman 
from Amstrad stated that pro- 
duction is still in full swing, the 
454 is selling well; and that, as it 
comes compicte with monitor, if 
is not regarded as a competitor 
for the new Spectrum. 


sprites, and finally comes the Jet 
Bike tasks, 
screen displays. 

lt looks Lke a mammoth 
game, involving puzzles as well 
as high speed reactions. 
look forward to reviewing it 
soon, 
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So, much ado about nothing 
then? We hope so, but if you 
have trouble getting hold of a 
464, write and tell us about it. 
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COMPETITION WINNERS 





We received a massive response to 
both the Tomahawk and Ocean com- 

petitions which appeared im the May 
joe. Twenty five winners were sel- 
ected per comp, but if your name 
doen't appear bolow don't despair, 
Who knows, next: month could be 
your lucky month! 


TOMAHAWK 

The Gorrect Anawers: 

1. Whai is the nationality of the 
world's largest helicopter? 

Russian 


é. When was the first flight of the: 


Apache helicopter? 

1975 

3. What is the crew capacity of the 
Apache? 

Two 

4. Which helicopter is used by the 
RAP for Air-Sea rescue? 

The Wessex 

5. Who wrote Tomahawk? 

D. Marshall 

6. What technology dees an Auhche 
pilot use to see al might? 


Figee KE Svadih Loon G2: Mr Rey Absclan 





OcEAN 

The Correct Answers: 

Batman 

1. Which of the following three bi: 
ecuite ia a feandish foe of Batman? 
Penguin 

2. What was Batman s real name: 
Bruce Wayne 

3. Who was the Gotham City's Ghiei 

af Police? 


1. What was POTH's first hit single? 
Relax 

2. Who built the Pleasure Dome? 

4. Who te PGTH's lead since? : 
Holly Johnson 


The winners: 

Mr C Pettigrew, Ayretire; Devid Rice, Glasyow: 
Mr DE Bichcow Leads; Warneth Wijepawer- 
daae, Brackley, Markante: Nicholas Drake, Bren 
haope fase, Shane Wing, Word; iakib Miab- 


ieinyh, Test: David Pratt, Runcerm, Cheabice: Hart: 
James, [ytutn, Cheahkive, Aeon Loecien NWT, Lan 
Berrimes, Hull, Ms F fellers, Wigan, Miasc 
Armatresg, [pewich; Daniel Borat, Harlow Chris 
Brews. fio of Wight: Matthew Perry Leeestet; 
Misa Ganer Purcell. Liverpool: Amen, Herter: Lea 
, Bayley, Seok port 





Southasnsicn BR Woehoier, Hekchin. Hert; feb- ~ 


pathan Wyatt, Weymcwh. Broce Munsten, 
Lowe: Wilken Moffat. Sheppericn. pach 
Biatade Irving. Ayr. Scodand: Darren Elsee, Alr- 
Tape, Mir Ss J Reardon. Sramonme, Exaen Mir J 
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The operating system of a computer is something that 
most of us take for granted — if we are aware of its 


existence af all. But CP/M, the operating system 
supplied with the Amstrad 6128 and PCWs, is a 


oe / powerful system that can transform the way you use 


your machine, if you know how. 

Over the next few months Matt Nicholson will be 
showing you how to make the most of CP/M. Part One 
starts here! 


You have probably realhsed by now that computers are pretty 
dumb. lf you have ever had to work your way through a badly- 
written Adventure game, or tried to sort out a simple mistake in 
a program listing, you are probably convinced they are very 
dumb. You are not wrong, but im fact computers are even 
dumber than that. 

The basic machinery, the hardware if you like, has no 
conception of how to display a letter on the screen, or how to 
load a tape from the cassette player, let alone how to become 
dangerous at Ehte! Everything the computer does is controlled 
by the software. This software, in the form of programs, comes 
in a Variety of forms: as cassette qames, on discs, or in ROM 
(Read-only memory) chips built into the computer. 

Arnold comes with the Basic programming language al- 
ready in ROM, and ‘boots-up’ Basic when turned on. This means 
that the program called ‘Basic’ is automatically loaded and run 
as soon as you flick the power switch. But something has to tell 
the computer to do this when power is applied. That something 
is the ‘operating system’. 

It is the operating system that breathes life into the 
computer. With it you can press a key on the keyboard and get 
a reaction on the screen. Without it the machine is totally dead, 
and might as well not be turned on. It is the operating system 
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that knows how to read information fom the keyboard, how to 
display information on the screen, how to send data to the 
printer, and where everything is stored im memory. 

Every computer has to have an operating system of some 
sort. But it was not until the use of floppy discs for data and 
program storage became widespread that the idea of a stan- 
dard operating system, common to a wide range of models and 
makes, was developed. 

storing information on discs is not a simple matter. Discs 
can store an awitul lot of data: 178k with the 6128 and 6256, and 
720k on the second drive of the PCW 8512. The discs have to be 
‘formatted’ in an orderly manner; so new data doesn't over- 
write old, and the operating system can keep track of where 
everything Is. 

Handling disc storage is the most complex task that an 
operating system has to handle indeed many operating 
systems aré called ‘disc operating systems’ for that réason, or 
DOS for short. Eventually it occurred to someone that if all 
computers stored data on discs in the same way, then one 
machine could read another's discs, regardless of make, race 
or creed. Extending this principle to the computer system as a 
whole: any computer could be made to appear like any other 
computer to the software, which means that any program could 
run on any machine — a tremendous boon to software wmiters! In 
effect the operating system would create a ‘virtual machine’ that 
could make all computers appear the same reqardiess of how 
they stored data on the disc, or displayed on the screen. 

An analogy can be drawn here between a computer system 
and a busy office with filing cabinets, telephone systems and all 
the other paraphenalia that go to make up an office. The 
operating system is rather like the secretary. Every office has a 
different filing system, but you only have to ask your secretary 
to file a document; you don't need to know how it is done. And, 
providing all secretaries speak English, you should be able to 
get a document filed correctly in any office — regardless of the 
filing system actually in use. 

The CP/M operating system was, for all intents and pur- 
poses, the first universal cperating system to gain any sort of 
widespread acceptance in the micro-computing world. This 
was largely a matter of chance: it just happened to be in the 
right place at the right time. It was a powerful and friendly 
system by the standards of the day, and was ideally suited to the 
popular Z60 micro-processor with 64K of memory — the same 
processor as that used throughout the Amstrad range. Even 
now it is still possibly the most widely used operating system in 
the world, though it has been rather overshadowed by MS-DOS, 
amore powerful system designed for use with 16-bit computers 
such as the IBM PC. However there are still thousands of 
applications written for CP/M systems, all of which can potent- 
ally be used with Amstrad micros. 


TIME FOR ACTION! 


But enough of this. It is time to turn the old computer on and get 
down to some practical work. Wait for the screen to clear and 
then insert the disc marked "CP/M" or ‘CP/M PLUS’ into the disc 
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drive. If you are using an Arnold insert it with the CP/M label 
upwards; if you have a PCW the label should be facing to the 
left. Soon after this the drive will make a whirring noise and the 
red light by the drive will come on. This indicates that CP/M is 
‘booting’: automatically loading into the memory. 

After a short time the screen will display its opening 
message, which may not mean an awful lot at this stage. Fear 
not. The important thing is the A> that appears on the bottom 
line. You will see a lot of this over the next few months! 

This 18 the “A-prompt', and is the prompt for you to enter 
your instruction to the machine. Like Basic, the CP/M operating 
system understands a variety of commands. Though it is by no 
means a full computer language, it nevertheless can perform 
some quite complex tasks from this prompt. 

In fact it is the arrow that is the prompt. The ‘A’ simply tells 
you which is the active drive - the drive that the computer is 
taking its instructions or data from. [If you are lucky enough to 
have an 8512, or a second disk drive attached, then the second 
drive is labelled drive ‘B’. If you type B: after the prompt, and 
then hit Return or Enter, the prompt changes to B= to indicate 
that you are now logged on to the other drive. You can return to 
the frst drive by typing ‘A:’ and Return. 

You can change drives even on a single disk FCW machine, 
by changing to the Ramdisk. This is labelled drive ‘M’, 50 
simply enter MI: to log on to the Ramdisk. Don't forget to return 
to drive A afterwards! 


DIRECTORY 22:2 2322522239323 Sees 
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It ig now time to meet one of the most useful commands CP/M 
has to offer. At the A-prompl type DIR and Return. It doesn't 
matter if you use upper or lower case letters - CP/M under- 
stands regardless. The disk should chunter quietly to itself for a 
few seconds, and then the screen should look something like 
this: 
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You may find your screen looks a little different. This is 
because the versions of CP/M issued with the 664 and 6128 
differ slightly from that with the PCW models. It should bear a 
resemblance to the above though. 

This list is known as the ‘directory’ of the disc, and was 
summoned by the DIR command. It basically shows you what 
Programs or data are stored on that particular disc. Each 
Program, or each chunk of data is stored in its own ‘fle’, which 
can be thought of just like the individual files in a filing cabinet. 
One fle might be a computer game, another might be the first 
Chapter of your best-selling novel — written using a word 
processor in another file. 

Each file also has a unique file name consisting of up to 
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eight letters, followed by a file-type of up to three letters. The 
two parts are seperated by a full-stop. Some of the fle names 
from the list above are ERASE.COM, RPED.BAS and KEYS.WP — 
but note that the full stop is not shown in the DIR listing. 

File names can be made up from any of the numbers or 
letters on the Amstrad keyboard, and most of the symbols 
available too. File names can be typed upper or lower-case, it 
doesn't matter because Arnold treats all fle names as upper- | 
case; however some symbols should not be used as they have 
other uses in CP/M and would cause Arnold to get confused. 
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The first part of the file name is usually a mnemonic to remind 
you what is in there, while the second part — or file type — 
enables you to group a number of files together. For example, 
this article is stored in a file generated by NewWord and called 
‘CPM.10°. CPM is to remind me what the file contains, and all 
articles for the July issue have the file type ‘10’ as this is our 
tenth issue. 

You do not have to use a file type extension at all, however 
its use increases the power of the DIR command, as it is possible 
to display any subset of the full directory. This is done by using 
the ‘wild card’ characters 7 and *, Try typing this after the A- 
prompt: 
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What you see is a list of all the files on the disc in the 'A' drive 
that have the file type COM; the * effectively stands for ‘any 
combination of characters’. This can be very powerful, for 
example | can find all the articles that are in this issue by simply 
typing ‘DIR *.10". 

The other wildcard, the 7, stands for ‘any single character 
in this position. Try typing this at the A-prompt: 


AbPGiT Bat rrerr. #@ 
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what you have is a list of all files that start with the letters 
‘SET...', regardless of file type. The use of wild cards is 
powerful, and will crop up again and again in this series — but 
that is enough for the time being. 

pO in this first part of the series we have briefly met the 
Directory command of CP/M, and played around with the 
concept of wild cards. Next month we will explore DIK more 
fully, and look at some particularly important file types. See you 
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Imagine that you could furn your Arnold on and 
immediately run a program without having to load it 
first; and that you still had the whole of Arnold's 
memory free for data, even though the program was 
16K long. Imagine utilities and toolkits that you could 
summon instantly, without affecting programs already 
in memory. Like the sound of this? Then you need a 
ROM — or several of them, indeed. 


A ROM is a Read-Only Memory. If that doesn't mean a lot to you, 
then read on, 

Before you can rum a program on your Amold, that 
program has to be stored somewhere in his memory. Normally 
it will have to be stored in RAM -— Kandom Access Memory. 
However when you switch Arnold off, any program in RAM gets 
wiped out. This means that every time you switch on you'll have 
to put the program in there all over again, by loading it from 
tape or disc. 

Loading can be annoying, especially if you're working 
from cassette, but that’s not the only problem with RAM 


ROM Utilities 
_ These are a very common form of ROM program, chiefly 
-» because they're the sort of thing you want to be able to call up 
ey without aaa ares chunks of RAM. 


Utopia 
(Armor) £29.95 _ 
Quite a bargain, this one. It may be expenmve but it's got a 
good set of disk/printer utilities, a full disk editor and a BASIC 


debugging toon. 


Dise Demon 

(Beebugsoft) £29.95 
-. Reviewed in May's isaue of AA, Disc Demon is a useful package. 
=m the price : 8 a bit steep. 


Disc User's Utilities ; 

(Superpower) £19.35 a 
“Hf you don't want Utopia’s debugging g commands, this is the 
utilities pack for you. : 


3 Locksmith 


- {Beebugsoft) £29.95 | 
As reviewed in last month's BA, this slightly dubious package is 
a “transfer” utility. Its disk copier can beat some forms of 
_ protection, but ee | os 


‘Syansnint 


(Pride) £19.95 | 7 
Another slightly doubtful package this one's a L pe to. disk 


: transfer program. - 


programs. If you use a word processor, the text you're working 
on is probably stored in RAM. The same goes for the BASIC 
program you're working on, or the piece of machine code 
youre using a monitor to debug. The bigger and more 
powerful a KAM program ts, the less room it'll have to work in, 
because a hefty chunk of memory is taken by the program itself. 
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What you need is a piece of memory which is separate from 
the RAM, and won't be wiped clean when you turn the power 
of. This kind of memory is called Read-Only Memory, or ROM 
for short. The ‘read-only’ bit means you can't alter the contents 
ofa ROM. You can't store information in it. you can't load a 
eee into it, and yon can't wipe it clean by switching off or 
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5 Toolidt. 

(Beebugsoft) £29. 95 ons 
A fair selection of commands, most of them aumed al debeadias 
‘and the like. Offers litle more than the Ufopia toollat, and has 

none of the disk utilities. 





(Arnor) £39.95 ; 
A strong but very conventional saunter frucsibe: with built-in 
editor. Can also assemble source pone embedded in BASIC, 
like the BBC Micro. ; 





ae pocesrerneciie £29.95 eS 
~~’ Similar to Maxam, but auicy and POEL. GEROE Ap peO = 2 
oe saan teas — on two ROMs. 


resetting the machine. 

If you can't alter the ROM, what can you do with it? The 
answer is, you can run the program stored in it. ‘Stored’ here 
means fixed in the ROM by the manufacturers — this fixing is a 
once-and-for-all job, often referred to as ‘burning in’. 


USING ROMS 
That's enough tor now on the theory of ROMs 
cover is what you do with one to get it working. 

When you switch your Arnold on you've already got two 
ROMs working for you, or three if you've got a dise drive. 
These ROMs carry programs to make Arnold behave usefully — 
put messages on the screen, obey BASIC commands, operate 
the disc drive and so on. Chances are you didn't even realise 
that these things were programs. After all, you don't have to 
load them in or anything; they're just there when you switch on. 
That's nothing to do with the sort of programs they are though — 
it's because they're stored in ROMs. 

To look at, a ROM is just a flat brown rectangle with a row of 
little metal legs down each side. It's small — the picture shows it 
actual size — and quite fragile. If you touch the legs you msk 
damaging the ROM'’s little silicon innards with everyday static 
electricity from your fingers - or more prosaically, you could 
simply bend the legs out of shape by being clumsy. 

Clearly, your ROMs are going to need to be housed 


the next thing to 











somewhere safe. The ones that come built in to your Arnold are 
plugged into special ROM sockets on Arnold's circuit board. If 
you wanted, you could simply open Arnold up and swap some 
other ROM for the one that handles Locomotive BASIC. That way 
- once everything was safely put back = you could 
simply plug in, switch on and you'd be looking at 

program rather than BASIC. 








I'm not suggesting that you actually do this — im fact, there 
are some very good reasons why you shouldn't. For starters it'll 
void your guarantee. Secondly, you may well want to use BASIC 
again some time, and that would mean having to swap the ROMs 
back. In practice, a ROM will only stand so much plugging and 
unplugging before its legs snap. In other words, you're going 
to have to find somewhere permanent for any new ROMs to live, 
and for the sake of your guarantee it had better be outside 
Arnold's case. 


ROM BOARDS 

What we're after is a box which is strong enough to protect 
your ROMs, has sockets for a fair few of them, and connects up 
with Arnold nicely. Such a box is called a Sideways ROM Board. 
The ‘sideways’ bit just means Arnold can switch between the 


.different onboard and additional ROMs without you having to 


plug and unplug them the whole time. 

In theory, you could connect Arnold to a very large number 
of ROMs at any one time — over 250 of them, in fact — but there 
are practical limitations to this. The largest boards only takes 
eight ROMs at a time, and you can only ‘daisy-chain' so many 
separate boards together before you start getting power 
problems. 

As well as plugging the ROM im the right way round, 
without brealang it, there are a couple of other things you need 
to get right when you're setting things up. 

Firstly, you have to choose which socket to put the ROM in - 
and that’s not quite as easy as it sounds. Putting the ROM in the 
wrong socket can stop Arnold from getting at it, or even stop 
other ROMs from working properly. This can be pretty techn- 
ical stuff, = ROM board manuals sont explain —_ pro- 
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perly. Hopefully, the ROM Numbers section later will make this 


a bit clearer. 

Having chosen your socket and plugged the ROM in, you'll 
then have to switch the socket on. On some boards this is a 
matter of flicking a switch, while on others you have to bridge 
across two pins using a little plastic-coated connector. The 
on this one is really simple — you must always turn a socket on if 
you put a ROM in it, and turn it off if you take the ROM out again. 


| SUPERPOWER BOARD 
NWlicroPower, £34.95 





The old Superpower board was designed for the 464, and could 
only use ROM numbers in the range 0-7. This was clearly 
unsatisfactory for use with the 664 and 6128, so they have now 
produced this selectable ioard for the whole range of ma- 
chines, It has eight sockets, as opposed to seven on their 

iginal board, and you can now switch the board between 
numbers 0-7 and 8-18. solder freaks can easily modify this to 
give ROM numbers up to 63, though this is unlikely to prove 
very useful. 

The board clings to the expansion port, and having no 
other support it does tend to wobble a bit. It is a bit on the heavy 
side for this kind of connection, and the weight is quite high up. 
Bearing all this in mind, the connection is surprisingly reliable, 
but you'll shill get a fair number of failed power-ups and similar 
annoyances. 

Access to the KOM sockets is made very easy indeed - the 
back half of the board simply pulls off. The sockets are switched 
on by the use of plastic-coated linking pieces. While this makes 
for considerable flexibility in the use of the board, it does mean 
you've got to look after those links if you switch sockets off at 
any stage. Another problem with removing ROMs is simply the 
position of the board within the case — it's yust too deep to be 
able to get at easily. You'll end up levering against the case and 








BAD a 
» Heavy, and prone to 
wobbling. 
| » Switching and removing 
| ROMs can be fiddly. 


6000 NEWS 


> Lots of sockets. 
» Offers you some high 


ROM numbers. 
8» Good documentation. 
® » Easy access to ROMs. 


damaging it, or having to use a ROM removing tool. 

The documentation that comes with the board is good, 
setting out essential information clearly and telling you pretty 
much all you need to know. Overall the new board is good but 
not cheap.It would have been better as a free-standing unit, but 
it is the only board around to offer you a crack at those high 
ROM numbers. Ef you've got a 464, however, you'd do well to 
look at the old seven-socket board. It offers you as much as you 
could use of the larger board's power, it's cheaper and it 
doesn't wobble half so much. 


KDS BOARD 


— cannes. £26 





The EDS is a rea aanllare board, raises on your table for 
support rather than Arnold's expansion bus - or that's the 
theory. Unfortunately, the cable connecting the board to your 
Amold is very short; so short, in fact, that it can't reach the 464s 
port with the case resting squarely on the table. If you don't 
want the board to dangle from the expansion bus, you'll need to 
prop it up with a book or the like. 

The reason for this short cable has to do with the 464 disk 
drive. If you want to use the DDI-1 with a ROM board, or any 
other expansion port peripheral, you'll have to plug its inter- 
face into the peripheral's through-connector. Since the EDS 
board's through-connector is on the board itself, this means that 
the DDI-!] has to communicate with your 464 down the length of 
the board's connector cable. Now, the DDI-] doesn't like having 
to use long bits of cable - so the ROM board cable had to be 
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kept short or you wouldn't be able to use the DDI-1 with it. Got 
all that? 

The small, chunky case houses a meagre five sockets. To 
get at them you have to turn the case upside down, unscrew the 
base plate - no easy matter on the review copy — and flip the 
entire board out into your hand. This is awkward enough when 


GOood NEWS BAD NEWS 


» Convenient DIP-switches Lae sie Bie Tl) tte 
for turning sockets on or off. EV.C Oita te 6 Ce ete 
fixed. 
F Difficult to get at the 


—— 


sockets to insert/remmove 
| ROMs. 

» Inconveniently short 
connector cable. 

> Poor documentation. 





the board's empty, but with ROMs in the end sockets you'll find 
you have real problems. 

The sockets are switched on and off by a set of DIP 
switches, but the single page of documentation gives no clue 
about the ROM numbers of the sockets. As it turns out, they 
simply provide ROM numbers 1-5. This makes the board rather 
less useful than the old seven-socket Superpower board, and £1 
More expensive. 


ROMBO 

£29.95 + £1 P&P 

from M.Sharp, 62 Meadowbank, 
Ladywell, Livingston, 

W Lothian EH546EL 


We'll pis the oii bie ont of the me erste poe 
first. You can, almost with-— si aed | 
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This great litth board comes in a rugged free-standing case, ogame 15. Joo syaangengllan mr pees end you won't bea 


connected to Armmold'’s expansion port with a good length of numbering without 
ribbon cable. There's a through-connector on the case to hang age ” the | to use it. 


peripherals on, and another on the expansion connector itself aoe i Perea } scrote? 3 Some ROM manuals . 
for anything that can’t cope with long cables — neatly owercom- crowded 0-7 area altogether. tell _ you: ‘what. ‘kind of 
ing the 464 disk interface problem somewhat better than the You will need a board that can =: 

KDS board. : 

You can switch the eight ROM sockets between numbers O0- 
T and 8-15 by moving a Superpower-style link, but for turnin- 
gindividual sockets on and off Kombo has eight tny DIP 
switches, The hd-fastening screws undo easily, and there's no 
problem getting at the sockets to remove ROMs. 

The documentation is on the light side, but does tell you 
everything you need to know about the board itself. It only falls 
short on general information about ROMs — a common enough 
fault to be sure. 

There isn't too much else to say about the board, really. It's 
well made, and looks like it could stand its share of rough 
handling. The expansion port connection never caused a 
moment's difficulty, and the board was gencrally a pleasure to 
use — I'll be sorry to have to send the review copy back, to be 
quite honest. 








Gooo HEWS | BAO NEWS 


Eight sockets, turned » No ROM numbers above 
on/off by DIP-switches. 15- but then who needs 
» ROMnumbersuptol]S Fiuwg 
available. >» 464 owners might still be 
>» Easy to insert and better off saving £5 and 
§ remove ROMs. getting the old Superpower 
8 » Makes a reliable board. 
§ connection with the 
§ expansion port. 
* Costs £5 less than the 
§ Superpower board. 


PLUG IN AND G@® 
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Pocket WordStar is the specially tailored version of the world’s best known word 
| processing package, WordStar. Its popular success means that it is now obtainable at ; 
| the unbeatable price of £49.94 inc VAT and available for Amstrad users on the 6128, | | 

PCW 8256 and 8512. | 


Pocket WordStar enters text, edits, corrects typos, reformats, paginates, underlines 
and so much more. It includes a mailmerge facility for mailshots and addressing. ty 





Available from all good Amstrad stockists. 





MicroPro Internationa! Led, Be i 2 : 
pkg glo Specificadorss Stes) 
ae: Wistlelen Villas CPU Memory: 56K of RAM is required 
Bs London SW19 5BY Pocket WordStar can operate with one disk 
icroPro. Telephone: 01-879 1122 drive containing at least 120K 
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If you thought there were plenty of assembler/monitor 
packages for the Amstrad, you'd have a point. Hisoft 
and Picturesque, Discovery and Hewson Consultants 
all have their offerings at a computer store near you, 
and between them they offer a fair selection of 
different styles. If you thought there was no need for a 
new package, on the other hand, I'd have to disagree 
with you — but then, I've got a copy of Laser Genius. 
This Oasis/Ocean !1Q offering is incredibly powerful, 
and the market is just going to have fo make room For 
it. 


Andrew Wilton is knocked out cold by a new package for machine code 


programmers. 
THE EDITOR Fee aa eee 


The assembler has a built-in source code editor, and this will 
probably be your first contact with the system as a whole. It'll 
also be your first taste of Genius's individual style. It's a mixture 
of line and screen editor, which Oasis claim offers the best of 
each system. At first it seems distinctly odd, but you soon start 
to see what they mean. 

It's not easy to describe how the editor works, because it's 
#0 unusual. You can use it just like BASIC, giving each source 
code statement a line number and LISTing the program every 
so Often. You'd hardly know the editor had another side, until 
you type in a piece of nonsense. Immediately, the editor marks 
the error with a large and descriptive message — even if it was a 
program line that you typed incorrectly. What's more, you can 
then move the cursor back up to the incorrect line, correct it 
and the error message disappears again. 

More powerfully, the editor stores everything thal scrolls 
off the top of the screen. By moving the cursor upwards you can 
bring this text back on screen, running up through previous 
listings, deleted lines and the like. All this text can be used — 
move the cursor on to a command, edit it if necessary, hit 
RETURN and the command's obeyed as if you'd just typed it in. 
What's more, the text scrolls extremely fast, beating Protext by 
some way and knocking spots off most editors/WPs. 

The purists among you might object to the use of line 
numbers which Genius demands, but there is a lot of flexibility 
here. Numbers are necessary, but not for every line. You can 
group lines together in paragraphs or pages all with just the 
one number. Rather than getting in the way, the numbers help 
you organise your programs — and they make light work of 
block deletion, of course. 


Assembly can be to and from disk, tape or memory, and in the 
latter case is very fast indeed. The speed comes chiefly from 
the way that the editor checks program lines for syntax errors 
as you type them in. This allows it to fokenise the source code 
that is, to compress it into a much smaller space than it would 
normally require - and tokenisation makes for very fast 
assembly. 
The assembler can handle all the Zilog-recognised 
mnemonics, and none of the unofficial ones. 
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This is quite 
















deliberate, and very encouraging. Some assembler authors 
allow for unofficial mnemonics, because they provide an extra 
selling point in adverts. In practice, unofficial mnemonics are 
utterly worthless and should be avoided at all costs. Because 
Oasis originally intended Genus as a tool for their own use, 
they stuck to what was actually useful. 

As well as macros and conditional assembly, both well 
handled, Genius supports a high-level lanquage called 
PHOENIX. This is of immense value if you want to test out 
aspects of your program, or even write the finished article with 
it. It compiles to stand-alone Z80 code, and runs at a healthy 
pace. It is, however, fairly tough to use - rather reminiscent of 
C, and not at all a language for the faint-hearted. 

There 1s a qreat deal more to deal with, including selective 
assembly of library routines and a comprehensive set of 
assembler directives, but space is short. Instead we'll turn our 
attention to the Genius monitor, which is perhaps the more 
important side of the package. 


THE MONITOR 


I've never been a great one for monitors myself. The conven- 
tional monitor is a very clumsy tool when it comes even to fairly 
simple bugs. On those subtle, elusive bugs that crop up all too 
often, they are almost completely useless. On any sizable piece 
of code, single-stepping through the whole program can take 
hours or even days. 

Often, you know to some extent where the problem lies. 
You might know, for instance, that the bug lies in one 
frequently-called routine or that it corrupts a particular area of 
memory. With a normal monitor, this knowledge does not help 
you a great deal. It's comforting to know that professional 
programmers have these problems too, but it's better stil that 
Oasis did something about it. To be precise, they wrote a brand 
new kind of monitor. 

For a start, the monitor can do everything a normal monitor 
can do, It can dump memory, it can disassemble to screen, 
printer and tape/disk, and it can single step in the normal way. 
It can, indeed, single step through ROM routines. It can also 
slow-run through RAM and ROM, with a good range of options 
covering the way in which it handles subroutines and updates 
the screen. 





As tor breakpoints, you can choose from I7 different types. 
These cover continuing in different slow-running modes, use of 
down-counters and also switching back to normal, full-speed 
running. This means that you can isolate a particular sub-routine 
to be run slowly, stopping after a set number of calls if you wish. 

All very useful stuff, you might think, but nothing amazing. 
If you want something amazing, you'll need to use the monitor's 
built-in Analyser. This provides you with ten stop conditions 
which are fully programmable - by which I mean, you get a 
dialect of Forth to program them in. 


THE ANALYSER 

The idea 19 quite simple. Every time the monitor performs an 
instruction under slow running, it tests each stop condition to 
see6 if the bug has occurred. ff the bug corrupts the screen, you 
simply set up one condition to check for anything which writes 
to the screen. If parts of the program are meant to write to the 


screen during normal running, you can exempt them in the = 
Alternatively, you can work out some test which a 
distinguishes between normal and abnormal screen write 


condition. 


operations. 
The key idea is the use of a built-in programming language 
to define the conditions with. The choice of Forth as that 


language was determined by space considerations - Forth is ~| 
language can be — but it also benefits from ~ 


about a5 small as a 
being easy to describe and learn. If you're ready tor assembler, 
you should have no problems with the Analyser. If you're 
already familiar with Forth you'll find the Genius dialect small 
and non-standard, but well suited to the job. 

You really can check for just about everything you want 
with the Analyser. Oasis include, as an example, a stack- 
checker to stop your program if you try to RETurn with the 
stack unbalanced. This in itself would justify buying Genius for 
most people, but it hardly scratches the surface of what's 
possible. 

You can set up a safety condition to prevent corruption of 
the monitor or your own program, to make the whole system 
crash-proof. You can check for contents of registers, of the 
stack, of memory pointed to. Analyser definitions can check for 
write and read operations in general, without specifying regis- 
ters concerned. In short, you can do whatever you need to do to 
hind that bud, quickly. 


DOCUMENTATION 


Assembler manuals are usually a bit on the weak side, and 
inevitably get very technical. The Genius manual is 150 pages 
long, with a thorough and friendly approach that is consider- 
ably above average for the held. It comes across, however, as 
the weakest part of the package. There is nothing startlingly 
new you can do with a manual, so it was bound to suffer in 
comparison with the rest of the system. 

That said, the manual is very terse. The information on 
Phoenix, for example, is only Darely adequate. This is not 
Surprising — after all, 150 paqes really isn't enough for such a 
complex and original system. However, the mainstream sec- 
foms of the system are very well covered. If you want to 
explore, you'll probably just need to experiment a bit. 

The only other criticism of the manual is its colour — black 
text on blue paper. This prevents photocopying the manual, but 
it does mean you'll need a reasonable light to read it by. 


Goon 
» Stunning monitor. 
» Fast, powerful assembler. 
> Strong, flexible editing of 


BAD 
> The manual could be a bit 
stronger. 
» If you've just bought a 
different assembler, you'll 
have to start saving all over 


Ta 


source code. 

» A high-level compiled 
language that you can mix 
with assembler mnemonics. 
> A great price. 














THE VERDICT 

This package is so much better than the competition it's hard to 
know where to start. If you never used the extra features, you'd 
have a good, solid, easy-to-use system at a very reasonable 
price. You would, however, be missing undreamt-of debudging 


Si things. 
makes things almost impossible 
for you. Being made up solely of - 


power, and a high-level language thrown in for free. 
lf you've already got an assembler, throw it away and buy 


Laser Genius instead. If you've been waiting for the definitive 
assembler packaged with a truly useful monitor and a price taq 


under £20, this is it. Buy it. 


be very ait work out oo 





if you do much programming in 


BASIC, you'll know it's not the 
ideal language for some pur- 
poses. IF you're writing an arcade 


game or Gc word processor, for 
example, BASIC just isn't fast 
enough fo give you a worthwhile 
program. 

The problem is, Arnold's 
computing power is provided by 
his ZBO chip — and the ZBO just 
doesn't understand BASIC. a 
only langvoge if un yids 
Z80 machine code - and. pate 
just o load of numbers ax for as 











most a are 
BASIC, Amol hes fe trenslate the: 


program instructions os he comes” 


to them, This translation usually | 


takes Arnold quite a bit longer 


thon actually doing “what the 
‘commands tell him. If you write 
“programs in machine code — the 
7280's own janguege, remember — 

there's no need for all this ineffi- 
“dent.-translation. Armold knows 


what machine code means, to he 
can geton with pieces it as It is. 

Machine may moke 
easy for’ Arnold, but it. 


numbers, mochine code instruc-- 
tions are extremely ‘difficult to 
remember, lf you want to return - 


from a saben bars ecu. or 
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WHAT IS AN ASSEMBLER? 


the BASIC command is “RETURN”. 
The machine code equivalent of 


this Is the rother less memorable 
“S v. 
hundred of these numben = or 


opcodes as they ore properly 


known — is eidowy no -ensy 
—motter, 

‘The solution is to use on 
assembler. This allows you to 


write your program not as op- 
codes but rather os mnemonics = 





 eary-fo-re “abbreviations 
which remind. you of what the 
instructions actually do, Thus In- 


stead of "&CO" you type "RET", 
> becouse “&C9" tells the ZB0 to 
» RETurn from a subroutine. Similar- 


ly you type “LDIR" for LoaD, 
Increment and Repeat — which is 
‘rather easier to remember thon 
“BEDBO", the equivalent opcode. 


Once you've written: your. 


program in mnemonic. form — this 


is called the source code — the 


assembler frandates — the 
mnemonics into opcedes, This pro- 
duces a machine code program 
which the 280° can understand, 





nsible opcodes. The ‘finished 
epeode program is called the 
object code, end the process of 
“furning source code into object 
‘code is called as 








To remember several. 


raving to learn co. 
whole load of those incomprehe- 


— which. 
explains maids on assembler es 30 
Salled. O ! , 3 : 




























master — ~~ pees file t to transfer essential program 
sec eer les | to the: OM: « drive. ——— on an sensi nit nded B256 














© Piesin vill evumik uy ton eury evs coc you vu on 
oe 6 dor is so large you can't fit CP/M and a full set of program 
aoe files into 180K, so you can't make yourself a tinged disk. This 
eee Sins daoesctsat such, but it is a bit annoying. 

















a ce ey you're. “presented with a. copvric it worsen # 
gees on for jena gee 2 — have to enter a a date ~just it 
















oe “Bo ‘rather than CP/M’s Bo ee 
The first cor jand you'll want te use is DEFIN E. This se 
ieee  upa. dataset - -agroup ‘of records — and allows you to define 
es record: tard. As Rode a contact with Condor’s editing 
oy ontatesemtantataer is q tion doe 't bode well. For a start, ihe 


































NG THE DATASET ee _ —_ 








For a hard copy equivalent @f this. there's 
which works in exactly the Sammie way. 


data into it. To get onto the data entry ecreen you use the ENTER 
<dataset name> command from the ‘A>>" prompt. The record 
card appears on the screen, and you sini type your data into 
the relevant fields. Of course ‘simply’ here is only relatve - 
you've still got those miserable editing keys to contend with. 

Up to this point, as you may have gathered, Condor is fairly 
unfriendly. Putting it at its worst the program is cumbersome to 
setup, its command-line- rather than menu-driven, it fails to 
use the full PCW screen and its editing controls are completely 
arbilfary.-Anyone dismissing the, package now, however, 
would us oul Oman awful lot, 

When it comes to using the data you've typed in, Condor's 
pretty impressive. Suppose you Want-to-see a list of customers 
on a subsription: list dataset called SUES, for example.From the 
‘A>>" prompt just typesmGlisT SUBS BY SURNAME INITIALS 
START.DATE FINTSH. DATE, where SURNAME etc are the names 
of the fields you want @m.the lst. Up comes the list in neat 
columns, one forseach field, ‘complete ie column headings. 
PRINT command 


Nothing too impressive in that, you might think; nice, 
natural syntax certainly, but hardly an earth-shattering com- 
mand. The natural command syntax carries over into other 
commands, however. Typing in SORT SUBS BY SURNAME 
INITIALS START.DATE FINISH.DATE takes a little timing time 
on the computer's part, but works fine. If you LIST the SUBS 
dataset again, you'll see that it's now been sorted into 
alphabetical/numemic/date order by each of these fields, in 
order of precedence. In other words, ‘Jones’ comes before 
‘Smith’, ‘J.A.Jones’ before ‘].B.Jones’ and so on right down to the 
order of the finishing dates on two otherwise identical entries. If 
you'd told it to, Condor could have sorted by a further 28 fields. 

lf you think about it, you'll now see one of the reasons 
behind the use of a command line to enter instructions. A menu 
might be quicker on single instructions, but it would lose out by 
some way on a command hke SORT — and we haven't got onto 
the complex commands yet. 


SEARCH COMMANDS 

If you want to alter a given record, you can easily do so with the 
UPDATE command. Suppose you discover, after typing im a 
large number of addresses, that Bristol is in Avon rather than 
Somerset. Type UPDATE SUBS WHERE CITY IS BRISTOL, and 
the program offers you all the records with Bristol addresses. 
You can leat through them, modify them to your taste or print 
them all out. 

If you want to do rather more with your chosen records 
than UPDATE allows you to, you can use the SELECT command. 
Continuing the previous example, you can type SELECT SUBS 
WHERE CITY I ERISTOL. This creates a temporary dataset 
called RESULT, which consists of all records with Bristol 
addresses. You can LIST, PRINT or UPDATE this RESULT dataset 
- and generally treat it ike any other dataset — but this is not 
necessarily a good idea. 

You see, RESULT is only temporary. It current contents 
will be lost the next time you use SELECT or certain other 
commands. This isn't always undesirable. You can, for instance, 
use SELECT RESULT WHERE... to narrow the selechon down 
still further. If you"re going to want the RESULT contents in the 
long term, however, it's best to put them somewhere safe. To 














el from Caxton Software 


do this; you use the SAVE command, SAVE BRISTOL, for 
example, would put the contents of RESULT. inte a new dataset 
called BRISTOL. 


GETTING MORE ADVANCED 


So far the commands have all been very raitiya! and logical, bist : 


then they've not been doing anything very complex. Prom now 
on, things get rather more complex. This is the direct result of 


Conder's power and flexibility. The fact it makes sense at all is a 


trioute to the manual, and the natural syntax of the system itself. 

The ideal system for handling data involves keeping one 
master dataset containing all the information used, and various. 
satellite datasets to update and modify it. The key idea is cne-of 
safety; alterations and additions are never made to the master 
dataset directly, so there is far less risk of wiping out vital data. 
Instead, you feed all new items of data - and revisions to 
existing items — into the satellite datasets. At the end of the day, 
these changes can be transferred to the master dataset. 

There are other advantages to this system than just safety, 
For one thing, the satellite datasets can be specialised, cut- 
down versions of the full-size master. 

A payments dataset, for instance, need only carry the 
amount paid and enough other fields to identify the customer 


concerned. The other customer details on the master dataset : 
» DOCUMENTATION 


card - even the money owed by the customer prior to the: 
payment ~ are irrelevant for these purposes. Powerful, flexible 
col ds can transfer the data across and compute new 
figures for the amounts now owed etc. © 





Thia cut-down card technique makes it immediately clear : 
exactly what you're supposed to do. If you're presented with - 
the master card and all the customer's details on it, you'll have a_ 


job finding the right field let alone working out what form the 
data's mean! to take. The payments card, however, will be 
much less cluttered and can carry explanatory notes. 


AUTOMATION 


A division is starting to emerge in the use of Condor. On the 
one hand, you have the more experienced user who sets up the 
different datasets and their respective cards; and on the other, 


you have the operator who simply fills out the relevant cards as 
part of the office procedure, The problem comes at the end of. 
the day, when the relevant eanaiee and Pee hai commands > Very reasonable price, for PEs iae 
[what you get. 

The transfer sommance. are not ‘easy things to use. The | 
choice of command words and the syntax they use are very 


helpful, but the underlying concepts are not always easy to | 


need to be entered. 


grasp or explain. While | could give examples, | don't have 


anything like the space Td need to explain them. The manual is 
essential here, and it is an enormous piece of work. Since only 
the more interested user is: going to wade through all of it, there 


has to be some way of mimnplifying the transferral task for casual 
= it has demonstrated, I hope, is this: Condor / is an extremely 


Operators. 
There is such a way, and it is called the ‘Somimand 
procedure file. This is a set of instructions for Condor to follow. 
It can contain conditions, use variables, display. messages. and 
take input from the keyboard ~ it ia, in other words, a program. 
Any series of instructions you could type in at the ‘A> >' 
cies can be built into a command procedure. Thus, a 





s* Can tailor a database 





plex sequence that transfers payments in and recalculates 


money owed can become RUN PAYMENTS —- as far as the 
= Operator's concerned, at any rate. Of course, someone's got to 
‘ write the command procedure. This isn't actually a very difficult 
~~ task. It's a lot like producing a simple BASIC programme, and 
| eS you only have to write the thing once. 


You can carry the automation even further, if you like. By 
using the FORMAT command, you can create help menus. In 
use, the relevant menu option is selected by entering the 
option's number; there is no need to use the command line in 
the conventional way. Menu options can lead to command 
procedures or to other menus — it's up to you. In this way you 
can create a whole menu-driven system which completely 
insulates the operator from Condor's complexities. 


CONDOR 1 


Caxton Software 
£99.95, PCW machines only 





The review documentation was pre-production, but even with 


important diagrams missing it explained most features ex- 


tremely clearly. It is not, however, light reading. The finished 
version is, I'm assured, even larger - so get your bookshelf 
strengthened now, 


CONCLUSION 


The above account necessarily omits several features. There's 


BAD NEWS 
» Record entry is awkward, 
and control keys are 
arbitrary. 
> Only uses 24x60 screen. 
'® Needs work to get at all 


D NEWS 
» Very powerful indeed. 
» User-friendly command 
system. 


system to your exact needs. 


» A huge manual, and 


gCaxton's support hotline. 


» Exchanges files freely 
with other applications. 


Condor’s ability to swap files with word processors for one 
thing, and it's report-generating capabilities for another. What 


powerful package which goes far beyond whal an average 
PCW database can do for you, but it's going to take some effort 
for you to get the most out of it. 

Even with the cut-price edition of dBase JJ on it's way, 
Condor | is easily the cheapest way of getting this kind of 
power. If you've got the size of data-handling job that needs 
heavy-duty software, it's excellent value for money.) 
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| same length of time. Minstrel plays the passage as 
‘if you'd typed in four quavers alternating : 


‘voice's part. f you want the 


| CPCs, 614.95 cass £19.95 disk pone 


‘lip ths Manic Compomn wal of Maas ic’ hie cicurin es = 
- music editor. The two programs have rather more than thia in | 
common, but for now let's deal with the differences between | 


them. 


| Phish ark na icons cn the Mat sek een eee : 
a series of single-line windows underneath the large editing — 
stave, These control the editing and playback of the music file, 


with the emphasis on playback. To select a function — note 


value, say — the function cursor has to be moved under the = | 


window. To do this, you have to use the numeric/fonction 
keypad as a set of cursor keys, {6 for right and f¢ for left. 3 


"Once the function cursor is directly under the window, the 
contents of the window can be altered using f@ to increase and. 


f to decrease them. In some places this is natural and 


_ Straightforward; {8 lengthens the note value, or speeds up the 
-. tempo. On other windows, however, it's. quite meaningless; a ; 
you're selecting file handling and simila 

| simply have to leaf through one way and then the other until you 





lar commands, you 


find the command you want. A menu would have been a lot 





| simpler to use than this silly gimmickry. - 


Writs asd editing x place ck aaein cue Adalat ie eotie tos 
gasy, but you can see and edit all three parts of a harmony on 


the one stave, This does create serious problems in timing, 
however, Suppose you enter four crotchets in a row for one 
voice, and four quavers in a row in another. They each take up 
. the same length of stave, but what happens: when you play the 


tunes 
“The anewor, ux 1 found to my cost, is that both lines take the 


with quaver rests for the second 


quavers to play 
through in 


Music Box 
The Electric Studio 
All CPCs, £9.95 cass £16.95 disk 


Electric Studio are well known for their ightpens and graphics 
programs, but this music package is something of 4 new 
direction for them. However, what with the liberal use of icons 
and the inclusion of a lightpen control option, there's still a 
familiar feel to things. 


The package is in fact two separate programs, Music 
Composer and Synthesiser. The former is a music editor — the 
musical equivalent of a word processor -— while the latter 1s an 


envelope designing utility. 
MUSIC COMPOSER 


The editing screen is dominated by two staves, one above the 
other. The lower one is the editing stave. It has an arrow-head 
cursor, pointing to the place your first note is going to go. The 
cursor keys move this up or down, allowing you to place the 


note anywhere in a four octave range. 
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4 a Cie 
en a eat ae my a es a 
PO ree 
z 1 Lou, 
- at = 


GOOD WEWS BAD NEWS 


‘4 Can edit all three parts on LAs 2) eo el 
- Gthe same stave. | music. 
» Allowsexpressionsand (Soda. Beatie ttl 
key-changes in the music. 


selection. 

» Can be very laborious 
synchronising parts. 

» Weak error-trapping on 
disk operations, 

» Offers very poor value 
compared to The Music 
system. 


> Independent volume 
controls for the three 
Schannels. 





half the time, as you might at first have expected them to do, SEA 4 
have to space out the crotchets to take up twice the length of . 
stave. 


_Of course, if you type in a line of minims close together,and. 


‘then realise you need to fit a line of quavers in over the top, — 
you'll have an awful lot of spacing out to do. Moral: write the — 
‘une down first on a piece of manuscript! paper — Minstre! is not- 


4 suitable tool for composition. 


EDITING 
The biggest single problem with Minstre! 
is the speed it rung at. 






Note values — 

crotchet, minim etc. — 

are chosen from a block of icons 

to the left of the editing stave. Each of these icons 

is selected by a different key on Arnold's numeric/function 

keypad. Thankfully the icon arrangement mimics the keypad so 

that the top left hand icon, for example, is selected by ff — ie 
top left hand function key. Becanse of this, you can tell at a 

glance which key you have to press. 

This works very nicely on the 464 and 664, but there's a 
slight problem if you've got a 6128 — because, of course, you've 
got a different shape of function pad. This does spoil the 
neatness of the icon block idea, but it's still easy to remember 
which key to press. The only keys that have moved are the 
decimal point and <enter>: the decimal pomt corresponds to 
the dotted note icon, and <enter> places the chosen note on the 
stave, so they're both quite natural keys for their respective 
jobs anyway. 

As well as note lengths, the block carries icons for acci- 
dentals — sharps, flats and naturals occurring in the flow of the 
music — and a toggle to switch between notes and rests. This 
latter is a nice piece of work, changing all the note-value icons 
into rest signs of equivalent lengths. 

Other keys give you access to slurs, ties and triplets. The 
pound-sign key calls up a menu of repeat signs; allowing for a 
different ending on the second pass through a passage and - 
less useful — for infinite repetition. 


BAR LINES 
As you add notes to the editing stave, bar lines are automati- 
cally inserted after the correct number of beats. It's up to you, 
though, to make sure that this is possible — if there's only room 
for a crotchet at the end of the bar and you select a minim. 
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‘turning the page” from one stave to the next can easily take five 
seconds, This is not because the program's doing: piboam 
clever, you understand ~ it's just that Minstre/ is w: tten 

and it takes that long to. put all the notes up, pi ee 
fair, Music Box is also a Bas ore, Os See ee 
Minstreiit shows... 


There are sirnilar redrawing delays if you insert or aoe’ 


notes. on a fairly full stave. Problems with Basic don’t end: with 


sluggishness, either; the disk commands seem to have no error- © 


trapping at all, so you can expect to lose your pieces of music 


every time you try saving to a full disk, for: example. | would - 
advise you to. make reqular backups, but =e the circum- : 
stances idon’ t think that would be too helg pful. .° | oe. 


FACING THE MUSIC = : = 
After all that, I have to admit that ‘Minstrel has some 


wery Tuce features. You can insert crescendo — 
-— accelerando instrictons 


Music Box will stop inserting 
bar lines until you fix the error. 

When the editing stave 
is full, it clears to a blank stave again to 
make room for the next part of your composition. The 
old contents aren't removed from the screen, though: they are 
simply moved to the previously blank upper stave. As you fill 
up the editing stave over and over again, the upper stave 
always displays the last few bars written. 

For editing purposes, you can flip backwards or forwards 
through the staves using the cursor keys. Notes can be deleted, 
duplicated or overwritten. There is no insertion facility, but 
duplicating a note and overwriting the copy serves the same 
purpose. It’s a bit clumsy, as indeed is the whole system of 
stave-switching. The upper stave helps overcome the obvious 
‘where did I get to?’ problem, but it's no substitute for a proper 
scrolling stave. 

Moving around within a piece of music can be a pretty slow 
affair, but fortunately there's a command which allows you to 
jump straight to a given bar. To be truthful, this was about the 
only I could find for bar lines - the program seems to play 
all the notes of a bar with equal emphasis. As for accidentals, 
they have no effect on other notes in the same bar anyway. 

As well as jumping between bars you can switch between 
three voices — Arnold's three sound channels. This enables you 
to give each voice a different part of the overall harmony. 
Unfortunately you can't write the three different parts on the 
same stave, or even view one part while writing another —1t can 
take a considerable amount of forward planning and mental 
jLiteteiitiem@re, get anything but a discord. You'll have few pro- 
blems if you just want to play a tune you already know, but the 
system is very limiting if you're trying to compose something 
original. 


ENVELOPES 

You can, at any point, change the tone and volume envelopes 
allocated to a voice. This alters the sound the program makes, 
as if the voice had changed instruments. Unfortunately there are 
only eight different ‘instruments’ to choose between, and they 
aren't terribly exciting either. If you want to alter them to suit 
your musical tastes, you'll need to load the separate Synthesiser 
program. 
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A simple 
utility, Synifesiser allows 
: you to draw the overall shape of an 

envelope, stretch it into whatever shape you want, 
rand save a set of the things on tape or disk. You can play a note 
with the given envelope as you alter il, but it can be quite hard 
to tell from this what it would make a whole tune sound like. 
There's only one way to find that out, and that means reloading 
Music Composer. It would have made things much easier if the 
two programs had fitted into memory at the same time. 


USING THE LIGHTPEN 

The great thing about this package should have been the 
lightpen option, and the way it should make entering and 
editing the music so much easier. Sad to say, it isn’t and it 
doesn't. For a start, the lightpen won't allow you to simply pot 
at the stave and put a note on it. Instead you have to point the 
lightpen at the treble clef and hold the space bar down to raise 
the cursor — or similarly with the bass clef to lower it - and then 
hit <enter> to put the note in place. 

Furthermore, despite advertising claims of compatibility 
with the DK'tronics pen, only the Electric Studio Mark II pen 
proved suitable for operating the on-screen icons out of four 
pens that | tried. Even then the pen could only control a handful 
of program functions, the rest requiring keyboard input. 

There is, however, a joystick option which proved to be 
well thought out and a pleasure to use. You can't operate any of 
the icons with a joystick, though, but then the function keypad 
atrangement works so well there would be little point anyway. 

Overall then, a pleasant enough package to use, and one 
that can give decent results. However it is not as powerful or as 
easy to use as The Music System from Rainbird (reviewed in our 
March issue). 


GOOD NEWS 


;| » Nice function pad 

; controls. 

- » Automatically inserts 
: barlines. 

- ® Lightpen and joystick 
- control options. 





od 


















According to the current Gemini adverts, DafaGem was written 
specially for the PCW 8256 rather than being ported across 
from older machines. If this sounds like DataGem is carefully 
tailored for the 8256, offering features ported applications can't 
hope to match, that's becauge the adverts migs out one crucial 
fact — that the program is written in Mallard Basic. 

As such it gains litde if anything from being an 8256 
original, since Mallard programs have to work via CP/M the 
game way ported programs do. There is an option to redefine 
the function keys from within the program, but otherwise the 
only special 8256 feature dealt with is the printer — and here the 
assumption is made that you'll only ever want to use the printer 
supplied with your 6256. Even taking this much for granted, the 
results aren't spectacularly better than the output of your 
average ported application. Advertising claims agide, the big 
problem with writing a database in Basic is one of speed. The 
heavy duty tasks, searching and sorting, tend to be too slow for 
comfort if you're using a Basic program and a large number of 
records. DataGem gets round this by a system of indexing that 
makes for rapid searching, however many records you have in 
your file. 
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INDEXING 


The idea is for the program to do its searching when you type in 
a record, rather than waiting for you to actually perform a 
search command. This takes up more memory than the normal 
way of doing things, but it dees give enormous speed 
advantages. 

When you create a file, you design the record card from 
scratch. For each field you have to enter a title, state the feld 
type — text, numerical, date or money - and position it on the 
screen. You also have to say whether or not you want it to be a 
key fleld. 
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Key fields are the heart of the indexing system. There are 
always, the thinking behind it goes, some fields you are going 
to want to search far more often than others. For each of these 
‘key fields’ the program keeps an index, listing all the records 
in order. So if, for example, you're maintaining a club member- 
ship list and have ‘Surname’ as a key field, the program will 
keep a ‘Surname’ index which lists all the members in alphabet- 
ical order of surname. 

This cuts out almost all the work of searching. If you want to 
browse through the records of all members with surnames 
between ‘Jones’ and ‘Smith’, for example, the program needn't 
check the surname on every record. It simply checks the 
‘Surname’ index, and this immediately gives it all the inform- 
ation it needs. 

Of course, there is a price to pay for all this. The indexes 
take up valuable disk space, for one thing, and they have to be 
updated every time you type in a new record. Because of thus, 
and the limitations of Mallard's file handling commands, only 
eight fields on the card can be key fields out of a possible 32 - 
but this is enough for most purposes. 


BROWSING 

Once you've run a search on your file you can browse through 
all the records that fell within the search range. You can edit the 
individual records found, print them out or simply Bip through 
them on screen. If the key field search gives you too many 
records to browse through comfortably, you can narrow your 
selection down a bit by including search conditions for other 
fields. 

You can set these extra conditions for any field on the card, 
key or otherwise. They can be search ranges like the ‘Jones- 
Smith’ example, or search strings — words or phrases which the 
program checks a field for. 

Unfortunately you have to set up a search range on a key 
field, even if you're only interested in one of the ordinary, non- 
key fields. More seriously, additional searches - even on key 
fields — don't have the benefit of indexing to speed them up. 
With a large number of records, that Basic could really start to 
drag. 


VERDICT 
The heart of a database is the search-and-browse system, and 
here Datagem is rather patchy. Although very fast on searches 
by a single key, extra conditions soon slow it down. Also, it can 
be very awkward setting up the kind of conditions you want. 
Otherwise the program's speed is quite acceptable — apart 
from taking quarter of an hour to work out how many records it 
can fit on the disk. The main problem in using the program is its 
tendency to make simple tasks complex and awkward - for all 
the strengths of the indexing system, you might well prefer 
something a little simpler. Documentation was pre-production, 
but quite sufficient as it was. 
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This package sets out to solve your information handling 
problems — but it isn't a database. It is in fact a filing system 
intended to organise your data into a tree structure. This would 
be suitable for handling a product list, for example, or the 
contents of a library. 


THE CATALOGUE 

Your data is fled away im a catalogue. To construct this you 
have to divide your data into general categories. If you're filing 
information on a book publisher's list, forexample, these might 
be ‘Fiction’ and ‘Non-Fiction’. Type these two categories in and 
you ll have a menu which looks like this: 
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You can now break any of these entnes down into narrower 
‘sub-categories’, creating more and more specialised menus. 
Each sub-category can be further divided in this way, and the 
process continued as far as you want to go. Once you've 
completed this process, you can then enter a page of data 
rather than a further menu. 


TREE STRUCTURE 

This menu/data page system gives the catalogue a tree struc- 
ture. To find a particular item in the catalogue, you branch 
through successive menus until you reach the data page you are 
looking for. However movement withm the system is not 
conhined to this branching process. Each menu or data page has 
an individual ‘ID’ number, and typing this in will take you to the 
page you require from anywhere in the catalogue. 

Alternatively, you can use the FIND command to search for 
all those data pages which have a particular keyword. This is 
not a search facility in the normal database sense - keywords 
are tags that you enter in the margins of a data page, solely for 
the purposes of FINDing that page later. They are not normally 
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visible when viewing the page, and editing them is an awkward 
process. 


EDITING AND REFERENCE 

As well as bypassing the tree structure, you can prune it and 
move the branches around using the disconnect/reconnect 
command °‘$'. To do this, of course, you need a fair grasp of the 
current shape of the tree — and that's none too easy. There is no 
indication of how deep you are in the tree, and no way I could 
find of getting any sort of overview. 

The catalogue is accessed and edited using single- or two- 
letter commands rather than contro] codes. There is a hst of 
appropriate commands maintained on screen, but it is not 
exhaustive. The reasoning behind whether a command is 
displayed or not 1s unclear: why lst EEY, which edits a page's 
keywords, but not DIC, which displays them? 

The system is slanted strongly towards referencing your 
data rather than manipulating it. Editing can be tricky, and 
having to tag data pages with keywords is laborious to say the 
least. Even worse, there's no word-wrap on dala page entries, 
which can make your text difficult to read. 

It's not that referencing is much easier, what with three- 
digit paqe numbers to remember; but there are good facilites 
for reference-only use. Once the database has been set-up, 
inexperienced users can refer to the catalogue in read-only 
mode without risk to the data. 


DOCUMENTATION 

Though the manual is clearly written and avoids unnecessary 
technicalities, it lacks a proper reference section. If you want to 
know exactly what a command does or the kind of inputs it's 
qoing to expect, you'll have to rummage through the various 
tutorial sections — and there’s no index to help you. For 2/0, you 
might expect something a bit better. 


BAD NEWS 

» Very inflexible. 

» Awkward to enter and 
edit data. 

» A lot of money for what 
you get. 

» Manual needs a proper 
reference section. 

» You can only have one 
catalogue per disk. 


GOOoD NEWS 
» Easy to access data. 
» Tree structure makes for 
logical storage. 
» Read-only mode protects 


data from inexperienced 
users. 





VERDICT 

The package is not very flexible, and you'll need to be very 
sure it can handle the tasks you've got in mind before you buy. 
It's not really suited to mventory maintenance, and lacks the 
search faciliies needed for general data handling. [If tree- 
structuring appeals to you, bear in mind that Caxton’s Brain- 
storm can do the same job, is much more flexible, and costs £20 
less.O 
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The 8256 and 8512 are impressive machines, but they 
'ore badly let down by their documentation. To be fair, 
| Locoscript and CP/M Plus are pretty tough subjects to 
‘deal with — but that's all the more reason why you 


need a good manual to explain them. 


Problems like this are nothing new in computing, | 
and there are plenty of publishers willing to step into 
‘the breach. The two books reviewed here are the firs! 
‘to deal with the 8512 as well as the older 8256. The 


| differences between the two machines are particularly 


important at beginners’ level, so the books could meet 
a real need — but how do they shape up? 


eS aay sik Wax wash teak See 
about the price. The paper is thin, low quality stuff and not 
exactly brilliant white. What's more, all the book's typesetting 
was done on a PCWE8256 and associated printer, so it falls a long 
way short of normal paperback standards. 

In a way, though, the paper and typesetting both work to 
the book's advantage. Being perfect- rather than spiral-bound, 
you might expect problems typing and keeping the book open 
al the same time. In practice the flimsy paper, coupled with the 
book's large format, make this easy on all but the first and last 
few pages. 

As for the typesetting, this too is useful. It not only acts as a 
good demonstration of the system's capabilities, but also allows 
the author to demonstrate text styles, formats etc. in the text 
itself. 
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TECHNICALITIES 
The book's real difficulties lie not so much with its form as with 
its content. For one thing, the author makes the nustake of 
geting too technical too early. After two pages of mtroduction 
he launches into a description of bmary numbers, bytes and 
te ee 
This really is not the sort of thing most first-time users want 
to know about right at the start of a ‘Practical Reference Guide". 
It's the sort of thing that puts a lot of people off programming 
oonres. £0 what it’s ddikg ts os applications Gouk tax a aaa 
sure. To be fair, a little technical knowledge can be very helpful 
bat not this, and not here. 


oun asaald AND CP/M Sian rae ars 
s hardly fair to judge a book like this by its first low pages 











stalls and anybody making i! past there will certainly find the 


going gets a lot easrer. 

direct print mode and sumple disk operations, to the ntoicacies 
of templates and units. The author goes into a fair amount of 
detail in all this, but mercifully steers clear of further 

Where the text outlines a procedure for, say, setting up a 
template, you're given a sort of fow-chart showing what you 
have to do, and what responses you'll get on your screen. 
These can get a bit cluttered at times, but are for the most part 
very helpful. 

My main complaint is with the long-winded writing style 
which gets in the way of the explanation. This is a matter of 
taste, of course, but I did find it made the book quite hard to 
read. 








BAD NEWS 
» Off-putting and 
unnecessary technical 
chapter. 
» Writing style makes the 
| book heavy going. 
» Looks and feels cheap. 


GOooD NEWS 
» Covers Locoscript in 
>» Helpful 
what you see is what you 





The contrast between this and the previous book is marked. Far 
from being long-winded, the writing style here is brisk and to 
the pom! — and with good reason. Being conventionally typeset 
the book packs rather more text onto each page, and has more 
pages, but it has a lot more ground to cover. 

Although Locoscript is covered in considerable depth, 
itaccounts for less than half the book. The remainder is given 
over to a thorough explanation of CP/M, and a guided tour of 
common apphcations programs. 


LOCOSCRIPT PSS = 2 aaa 


There's quite a difference between this and F_A.Wilson's book, 
even as far as Locoscript coverage is concerned. The emphasis 








here is on the features of Locoscript as a program, rather than 
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The result of unique co-operation between three ace software developers 
and the Biggles film production company, Biggles — The Untold Story will 
knock you right out of the air Its a multi-part arcade strategy game in 
which each part must be completed to reach your final goal 
In the air, on the rooftops, on the ground, or in the trenches 
YOU CAN BE A HERO! 

Coming in May Commodore 64 £9.95 tape, £12.95 disk 
Spectrum 48K £9.95 tape 
Coming in June Amstrad CPC £9.95 tape, £14.95 disk 
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on the appearance and layout of the finished printout. 

The approach you prefer is very much up to you. I found 
this book much clearer on what you have to do to make the most 
of Locoscript. It's true that there's very little in the way of 
sample printouts, so you might not be too sure at first quite 
what, for example, bold italic half-height is going to look like. 
But I don't really think this is a serious problem — after all, if you 
want to know what something's qoing to look like the simplest 
thing to do is print it out and see. 

The other point to bear in mind is that this book doesn't 
have flow-charts to guide you through procedures. Again it's a 
matter of taste, but | found John Hughes's clearer writing style 
more than made up for this. 
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Although the Locoscript section does deal with simple disk use, 
a thorough treatment of CP/M has to wait until almost halfway 








through the book. In three well thought-out and clearly written 
chapters the author covers the main utilities, installation pro- 
blems, and .SUB files. 

Just as with Locoscript, pretty much all the information here 
is to be found in the first 8256/8512 manual, but this book draws 
it together in a usable form. In particular the chapter on .SUB 
files makes the useful process of producing turnkey disks 
simple and straightforward. Even if you don't know what a 
turnkey disk is at the moment, this book will make everything 
crystal clear. 


APPLICATIONS eS 
Lastly the author considers the alternatives to word processing, 
namely databases and spreadsheets, and one alternative to 
Locoscript as a word processor; New Word. After a brief 
explanation of what for example a database does, the coverage 
confines itself to one mainstream package with a brief glance at 
less orthodox alternatives. 

I am, I must admit, rather sceptical as to the value of this 
section. If you don't know what a database is then the relevant 
chapter will certainly tell you - but I'm sure there's no need or 
use for this much detail, That said, the spreadsheet chapter 
earns its place by pointing out the non-financial possibilities of 
the things. 
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Gooo NEWS 
» Straightforward and 
clearly written. 
» Good, practical 
Locoscript and CP/M 
tutorials. 
» Interesting material on 
various applications. 


BAD NEWS 


|» Costs a bit more. 

‘» Locoscript chapters are 
short on sample printouts. 
» No flow-charts to help 
you. 


..And now we turn to the CPC machines, with a book for program hackers 


Powerful Programming for 


464/664/6128 


W.Johnson 
Sigma press, price £6.95 





Long titles seem to be the flavour of the month in the world of 
computer books. So, it seems, are serious computing subjects. 

This book is aimed chiefly at those Arnold owners who 
want to write practical, problem-solving programs with a 
mathematical or similar slant to them. It takes the form of a 
collection of subroutines, with notes on the underlying method 
and the programming techniques involved. 


THEROUTINGS eee 
The routines are a very mixed bag indeed, varying from the 
very useful to the completely pointless. While many of them do 
tiresome or difficult tasks neatly, a lot of space is given over to 
triviahties. 

On the useful side of things there are routines for matrix 
manipulation and high-precision arithmetic, a variety of sorting 
routines, and a handy regression program. While all fairly 
specialised, these could save you quite a bit of effort. 

In contrast, a number of routines are of very little use at all. 
There are routines to round numbers in different ways, or to 
convert between binary, decimal and hex — despite the fact that 
Locomotive BASIC provides specific keywords to do these jobs. 
Other pointless routmes include one which finds factorials. 
Awhole page is given over to this seven-liner — and | really 
can't imagine anybody using it rather than writing their own. 





The problem with books of subroutines comes when you 
try to use the routines themselves. If it takes you as long to type 
them in and tailor them to your precise needs as it would have 
to write your own, you have wasted your money on the book. 
While these routines are for the most part fairly self- 
explanatory, they are very short on comment and the notes 
aren t always too helpful either. 

it's not exactly an advantage that most of the routines are 
straightforward, either. If you look at a routine and it's immedi- 
ately obvious to you how the thing works, you could probably 
have written one yourself without much trouble. If you write a 
lot of mathematical programs, you're lazy and you like typing 
things in, this book could be what you're looking for — but that 
rules out most people, I should think.O 


BAD NEWS 
» Duplicates actions of 
BASIC keywords in places. 
> If you want the routines, 
you could probably write 
them yourself. 
» Very little comment in 
the listings. 


GOOD NEWS 
» Some genuinely useful 
routines. 
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£7.95 £11.45 
TRANSMAT iss DISC 


Easy lape lo dise transfer, This professionally used and respected 
UUlily has set the standard in tape to dise transter that others altempt to 
mimmick. Rated highly by the computer press. 

Transmat's many leatures include «Easy operation» Auto or 
nonaulo modes Helocalor forprograms which overnite tho disc 
areas Erase » Catalog tiles: Hename « Dise header readers Select user 
area * Aor B drive working* Transmiats itself, 

Also available on ROM only £19.95. 


GOLDMARK SYSTEMS (TIE) 

The ful TRAN SMAT support service. Ollers« transfer solution books 
(over 100 solutions) « monthly fact sheels « lape to disc [ransler 

senioe « a genuine HELP line. For further information write to: 
GOLDOMARK SYSTEMS (TIE), DEPT AA, 51 COMET RD, HATFIELD, 
HERTS, AL10 0S¥ of Tel 07072 71529 weekdays 1800-2100 & 


sdlurdays 1500-2100. 

ein thea '€6.95 £10.45 
SYS X CASS DISC 
An RSX program olfenng more than 30 Basic commands lor your 
Amstrad. An ideal programming aid. — 


PRIDE PRINTER PORT 
A full 8-6! prinler port oblained with this adaptor which connects 
simply between the standard 7-bit part and the printer lead. Will enable 
Ihe userto have graphic possibilities, definable characier acier sets, etc. 


(£12.95 £19.95 
ODDJOB 








‘DISC ROM 
THE OSC UTILITY PACKAGE YOU HAVE BEEN WAITING FOR 


| A complete disc utility wilh all the programs YOU have told us you 
| Wanted all together in one amazing package. A total of 39k of disc 


space used 
Just look al some of the features: 


| «A complete directory editor with which you can examine the disc 


directory and easily alter the contents. 


+ Recover erased programs. 


* Hide programs from the diractory. 


| * A complete sector editor io examine and/or alter the contents al 


lies in HEX of ASCIL 

«Map oul your disc and locate where files are on the disc. 

« Preven! programs from acidentally being erased. 

* An intelligent disc copier thal can copy those damaged/non- 
standard sectors ona single or lwin-drive system. 

« Formal in hall ihe time on either drive. Ideal for 5.25 inch second 


| drives. 
| * Transier your litle used programs‘tilas from disc onio tape to 


) reclaim @xpensive disc space. 


* Increase Ihe speed of your disc drive by up lo 20%. 
«Load and lil protected BASIC programs 
« Allinstructions are supplied on disc on a separale help menu. 
« Simple to use with single -key selection. 
«Makes full use of the disc drive. Alo A, Ato B, BtoA, etc. 
- Compatible with all AMSTRAD CPC computers. 

All this tor the Incredible price of £12.95 on dis¢ only 
ODDA08 is constantly upgraded—check with us the current 
version No. and # you wish, retun the disc with £2 for upgrade. 
NOW AAOM VERSION ODDJOB AVAILABLE —£19.95, 








————— £5.95 
SPIRIT CASS 
The perfect advanced software complementto Transmat for those 
Knowledgeable in compuling—Soairt offers all the tools you need in 
one economic package to transier those genuine headerless 
programs onto disc. 

To use Spit you need a dissassembler and some 
knowledge of machine coda. 

This sophisticated package on a iransmatable cassette for 
only £5.95 inc. 








Special offer 
£7.00 CASS 





TOMCAT & RSX SYCLONE 2 
A double cassette pack for 464 owners comprising TOMCAT the 
ultimate tape-torlape back up program which even handles heacorioss 
programs usually in one oo, and RSX SYCLONE 2 a lape-to-lape uliily 
allowing you to «load and lis! protected BASIC programs « choice of 
seven Saving speeds « comprehensive header reader. 








FIDO 
A general file and disc organiser, If you have a lot of discs and you can 
never find the program you want, ihan FIDO is your answer, lis many 
features wil allow you to completely onganise all your files‘discs and 
manipulate them using a specially designed database. This menu: 
driven dis¢ is [ull of new wiillies and is very easy louse, Well upto 
PRIDE’s usual high siandards. 


£7.95 £11.45 | 


PRINTER PAC I] “asiat _CASS_ DISC 
The complete printer utility for most dot matrix printers. Breathlaking 
results are achieved even on the DMP 2000. «full proportional 
shading « full size dumps » vanable bulfer option to release the 
computer text Gumps * all modes Catered Tor, 









AWE? : 

An extremely powerlul and versatile piece of software al a realistic 
price. SUPER SPRITE is a menu-driven friendly program which will 
olfer you hours of enjoyment designing your own sprites. Includedisa 
demo to show you the possibilities of designing and writing your own 
animaied software. The complete instruction book gives examples of 
how to create and animate sprites for your own programming. 


SUPER SPRITE 





SPECIAL OFFER! 
Buy 2 or more tiles and receive free areal time digital! alarm 
clock or ZEDIS, our ecitor/disassembier. Please state choice. 





_ £7.00 
CASS — 


SPECIAL END OF SERIES!!! 
PRINTER PAC 1 & SCRIPTOR 
A double pack lor possessors af the DMP-1 Amstrad printer, 
SCRIPTOR offers « 6 definable character fonts « lowercase 
descenders « futuristic « tales « joined writing + bokd and heavy + 
coriains DESCRIBE allowing you to define your awn characiers. 
PRINTER PAC | allows screen dumps in all modes * text dumps « 
specily background inks « abbreviated codes lo prinler+ 3 new type 
styles lor DMP 1, 





IF YOU'VE WRITTEN A U FILITY UP TO OUR HIGH STANDARDS PLEASE CON TACT US. 


ORDER FORM 


All prices inalude VAT and P&P. For Europe add £1 per title. For 
I Australasia add £1.75 per title. For rast of world add £1.50 per title. 


I wealnMal 
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THE ALL-ACTION _. 
REVIEWING SYSTEM 7 


Action test has a slightly different air this month: a sort 
of dank, musty dungeon smell. You don't need to look 


far for the cause because the Pilgrim has found his << 


way out of his regular monster-filled haunts to bring 
you the Mastergame review. That's right, our first 
adventure Mastergame is Heavy on the Magick which 
combines text adventuring with superb animation to 
bring you an animated adventure that made Pilg's 
eyes light up under his cowl. 

Harvey Headbanger is a budget game that nearly 
pipped Pilg for the Masterqame, having some tremen- 
dously cute, colourful and addictive action. Dise 
owners will be delighted with Tau Ceti: The Special 
Edifion, arcade freaks will Flip over Bombjack and 
arcade adventurers have Shogun to drool over. In fact 
there's something for everyone. S50 what are you 
wating for...get reading. 


4, EXPERT GAMEPLAY. No game ae written up unit if shad 
@ long and thorough test. Take software editor Bob Wade, 


Despite his tender years and sensitive soul, he's pretty deadly 
with a joystick and happens to have played virtually every 


Amstrad game ever released. As they say down in these arian 


ss = reaches ihe parts: other | reviewers can't touch. 


2. EXTRA OPINIONS. It's always dangerous to rely on just one. 


reviewer — tastes vary enormously. So all the games we review 

- are looked at by at least two people —- Bob Wade and Andrew 

- Wilton — who quite often disagree with each other, and when 
ad do, they say so! 





_ Labelling the different elements can make all the difference. 





4 CLEAR SU Ti 
up se 

here. To make our own views crystal clear we include a concise 
suminary under the Good ae News sigiaieeiieis 





ay RATINGS BOXES. We rate our games using percentages ‘for | 


extra flexibility and precision. And with so many games to work 


through, it’s a help to see at a glance which are good and which | 
“aren't. Our ratings boxes do this - just look out for the games - 


with long, bars and dark tips. 


6 ‘GREEN | SCR REEN | VIEW. Some people have to make do with 
a green screen monitor for their games. Our Green Screen 
View lets them know if they're worth the effort of loading. 


AA Ratings — how they work 





ELLED SCREEN SHOTS. tr s obviously important to: 
print sereen-shots, but often they can be hard to make sense of. - 


. . . oe Spor read a review where you ended 
about the verdict? No chance of that happening 








MASTERGAME 

































the printed screen-shots — obvi- 
ously these can't show thing like 
smoothness of movement. | 
SONICS, Game sound. To get a 





hugh rating @ program will pro- 


bably need a wide. variety: of 
well-chosen sound effects and a 


pleasing musical ‘sound-track. 
Effects which are annoying or 
old hat may seriously | eepeica thus: 


rating's health. 


Grab Factor refers to the intens- 


ity of the desire for ‘one more. 
go". And although it’s not a mea- 
‘Grab_ 
Factor won't be rated highly « om 


sure of ‘instant appeal" 


GRAPHICS. What the game 
looks like: colour, definition, 
animation, imagination, amooth-: 
ness, Only. part of a game's 
graphic quality is apparent from 


FACTOR. ‘Does the. 
game really GRAB you? Are you. 
hooked? How ADDICTIVE jis it? © 


- Grab. Factor and. ow ‘Staying 
Power. One with 4 1000-screen 


programs that are EXTR 





difficult to get into. The coe : 
test is this: after you've lensed: fod 
2p a new game, t Sn 
structions and played it for halt oo 
an hour, does it then rtcorsate sae 
draw you back for more? - ras 
STAYING POWER. A game 
may be astonishingly addictive — 
for a while (and therefore have 





a high Grab Factor) and yet lack 
depth and therefore lose inter- 
est fairly quickly. Staying Power 
tells you how LONG interest in 


the game is likely to last. This 
-depends.on such matters as the 
number of screens and levels, 


the variety of the task, the de- 
gree of long-term cl 





‘Shon the Game's DEPTH. An i 
addictive: game with only. a : 


couple of screens will get a hi 








REM LY. 








“playing area and which takes a 


lot of getting into would be the 
other way round.AA RATING. 


This is our overall verdict on 
the game, the result of a very 


hard sum involving all the other 
ratings, plus factors ike price, 
originality, quality of packaging 


and instructions. and anything = 
else we can think of. I's norm- 
ally pretty close to the Grab © ee 
Factor and Staying Power ‘Tat- 


ings, because these are how 
most people judge the worth of 
-& game, Getting an AA Rating — 
‘above 60% earns a game the. 


_ much sought after label of AA - 


Heavy onthe Magick Gargoyle 24 
AA RAVES 
Harvey Headbanger Firebird 44 
shogun Virgin 46 
Starquake Bubble Bus 47 
Bombjack Elite 62 
Equinox Mikro-Gen 62 
| Tau Ceti: TheSpecial CRL 64 
| Edition 
They Sold a Million: II Hit Squad 64 
GAMES TESTED 
Hillapede Players 48 
Nodes of Yesod Firebird 50 
Rad-Zone MMastertronic 50 
Monopoly Leisure Genius 51 
Trollie Wallie Players 52 
Gunfright Ultimate 36 
Basildon Bond Probe 56 
Dambusters US Gold 98 
Nuclear Heist Players 58 
Voodoo Rage Antartic 39 
Rock'n Wrestle Melbourne House 66 
Toadrunner Ariolasoft 65 
Spiky Harold Firebird 60 
Classic Invaders Bubble Bus 65 
Disc 50 Cascade 66 













Compatibility 


All the games reviewed this > 


month are compatible across }° 
the whole CPC ranqe. | 





RAVE, while the highest rated : 
game: in any month becomes © 
‘our MASTERGAME -— we go: 
‘through. - agonies before select- 
_ing that one. 
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HARVEY HEADBANGER 
Firebird, £1.99 cass. joystick or keys 


What's so great about a single screen 
budqet game which you can learn to play in 
10 seconds? Gameplay — that’s what. De- 
Spite its simplicity this game has mind- 
Warping, addictive gameplay that make it 
an essential buy, and difficult to stop 
playing once you've got it. 

The key to the gameplay is originality. 
You won't have encountered a game quite 
like this before on a computer, even though 
it is such a simple concept. The game takes 
place on an 8x6 grid of squares where 
Harvey Headbanger and tis rival Hamish 
Highball try to outwit each other in a test of 
slall and fast reactions. 

The roles of Harvey and Hamish can be 
taken by either two players, one player 
against the computer, or the computer can 
control both in a demo game. The one 


| player game is tough, but obviously a lot 
/ more fun can be had when two players 


battle against each other. H and H are 
spherical, buck toothed, wild haired, bug 
eyed lunatics who have a novel way of 
getting around the screen. 


SECOND OPINION 
Cute graphics and murderous 
gameplay will hook you and keep you 
hooked. If you like arcade action and 
board-game strategy then fasten your 
seatbelis, ‘cos dus has got both — at the 
same time! The computer's Hamish 
gets vicious on the higher levels anda 
human opponent is even worse, $0 
you'll have to think fast and move 
faster. Great value at five times the 
price! 

AW 


The grid is split horizontally by lines 
from which the protagonists can swing from 
side to side, or jump up or down to change 
lines. This brings a great look to the achon 
because they are wonderfully anmated 
and totally manic. They can swing freely 
about the grid, making right angled turns 
when changing direction. 

The two H's each control a different 
colour, changing a grid square to that 
colour when they pass through it. The idea 
isn't to turn the whole grid to your colour, 
but to try to encircle your opponent with 
squares of your colour so that the space 
Within, including your opponent, gets filled 
in. This wins a game and a set number of 
games, specified at the start, will win the 
contest as a whole. 


It isn’t that simple though because 
either player can gain an advantage over 
the other by creating and drinking cock- 
tails. Yup, you read that right = cocktails. 
The names of the fat fighters may have 
given it away and there are yet more silly 
drinks involved. These are the Sinn jim, 
Hong Kong Fizz, Crystal Highball and the 
Tequila Sunrise, all of which have a desir- 
able effect on the H that manages to drink 
them. 

Cocktails are created by encircling a 
coloured area of your opponents squares 
with your own. They can then be passed 
over and drunk, increasing the hquid level 
in a straw at the side of the screen. This 
becomes important when the two fatties 
collide on the same square. They turn black 
and spin off completely out of control, but 
the one with the higher liquid level will 
regain control first and can try to encircle 
lus helpless opponent as he reels around 
the screen. 

When a player is trapped he disap- 
pears in a splodge of colour leaving a paiz 
of boggling eyes. Enemy cocktails can also 
be removed by encircling them, causing 
them to disappear with a colourful Zap. 
They also disappear if left undrunk for too 
long. Victory 16 greeted by the winning 
player swinging full circles on a line. 

The animation and use of colour give 
the game a cartoon feel, and the musical 
ditty that inkles along during play sounds 
nice. The gameplay is the clincher though 
with the five computer skill levels provid- 
ing stif opposition to start with, and a 
human opponent giving more unpredicta- 
bility and excitement to keep the action 
going. One of the most addictive and imi- 
pressive budget titles ve seen, particular- 
ly when you play with two players. 

BW 


iis lmatclasicie 
dust docmane. clearwhat Harvey is up ageast 
here i isin diagram form. Dreprem. 7 Shows 
Harvey in senaus trouble. Hamch has anorced 
im wiboa row cf Dive squares and is adoul to 
complete ihe rectangle. Byé bye Harvey. 
Diagram 2 shows how nasty Hams 

oppates cockiais to Dh! idup his Strength. A patch 
ol red has bean encrced. One more move and 
pow! (2a) three lovely cocktais 
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The nine icons in the game all 
need to be used to get the best 
out of itso here's what they do. 








v ar ee as Lee Tae walt amy | z2- very handy this one 
SHOGUN ee ace | because onpchanel "wal often 
Virgin, £9.95 cass, £14.95 disc. joystick only : yield and follow you. Stubbom 

1@ up with their late apr ‘Tre ne i rEVGEL L ee, ek ee may kill. you. Fighting natyrally 















sent Spee = ae costs you.a lot of energy. | 
ag aes ee gitar! : ra you can go round fir- 
= | de aus . ing smiles at people to try to win 
= es a : | them over which also costs energy 
im 2 = but is less likely to bring ‘them 
2 2 military le : hi sirable Use he 
trent ioliowers te ia ghforn orward, the Bb mbat i i | ovement . : rd 
haatal | obs ; 1 meplay poL : 
b COI ow the qame maps out this is less c 
| a problem but you'll need perseverance t 
rt : he effor ae ith in discovering where you cang 
: c 3 | Ince you can cet around th 
| “an Start interacting with the other ct 
- game 2rg and try to complete your task : 
f : Ante F L : ost important o hese a f 
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Passport to a Magical 





Discover the secrets of 
The Eidolon, a 
mysterious 19th 
century machine 
powered by the forces 
of magic. The Eidolon 
lets you teleport and 
transform enchanted 
creatures — Greps" ni 
Biter Birds™ and 
Bottlenecks’, and 
challenge the 
“intelligent” Guardian 
Dragons. You can 
create and capture 
magic fireballs... 
perhaps even alter the 
flow of time itself! 
*,. outstanding 
eraphics and 
gameplay’ Zzap! 64 
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fom the existing best, 


anti-grav lifts that can only be used when on 
foot, But are essential in some sections 
where a ote nee can't be taken. 


The aliens that inhabit the cave come in | 


several different breeds but there are only 
two important distinctions to be made be- 
tween them. Most of them fly around the 


| scréen draining Blob's energy when they 


touch him, but one particularly nasty type 
explodes on contact loging him a life. Lives 
can also go down the swannee by running 


| out of energy or colliding with several 


deadly, static objects. 

Other unmoving objects can be used to 
help our litde friend and they appear all 
over the place al random, There are four 
basic types that replace energy, platiorm 
blocks, bullets and lives. There are also the 
core elements, keys and passes that will be 
needed to complete the game. 


KILLAPEDE 


digress £1.99 cass, joystick or keys 


Ce ae 


game name that this is a version of the 
arcade game Cenfipede, and not the first 
one for the Amstrad either. There are a. 
number of differences in style and content: 
Wrggier from 
Blaby, but both are budget priced - rightly 
s0 for an old arcade game. 

~The action takes place in a garden 
under assault by a myriad of different 


- insects, all hell bent on the destruction of 


your Dynamic Debugging Thing (DDT - 


get it? The insects will). ‘This is located at 
the bottam of the screen and can move - 
_ around the lower quarter of the display. oe 
shoots knives up the acreen thal destroy all - 


manner of SLSR CATT): sao leoach 
liaise | 


“SECOND OPINION 

Big, bright, and colourful, it's an above 
average version of a truly addictive 
game =- uni! you piay it, It looks great, 
i sounds amazing, Dut it’s foo siow. 
ihere's none of the insane panic that’s 
so vital fo Centipede clones. Admire 
its the speech, but buy Wriggler for 
gameplay. 

AW 


os “te ecreen starte ett being dened. wee Ree 
| “mushrooms that serve: 10: get in the DDT a: a 
Way, and to: accelerate the: progress: down noe kuee: 

the soreen of the killapede that appears.at 
the top. This: is the. nesses couauk of your 


segments: which all bare lo’ be deatroyed. Rau 

When a segment is hit the killapede splits: 
in two, leaving a mushroom behind on the ete 
Once the ‘pede has been Aeaovaa 2 > Good speech with no extra hardware 
another one appears to take its place, but it — 
is longer than before. Running into a seg- — 


ment causes the DDT to explode like a — > Good use of colour. 


Spot. 


melon hitting the pavement from ten 


storeys up. This death routine is repeated - 


eyes ee ee on ee ee one 
‘The swarm of enemies nclude 
that drop down the scteun leaving a trail of 
mushrooms. ‘behind ‘them. ‘This: wy. the 











fleas 


- GREEN SCREEN VIEW 
‘Some of the alicia are dificult sec 
so you can be taken by surprise, (eee se 
- otherwise i doesn't loose a lot as the. 
ee 
AW 


The biocks and bnliats also help Blob | 
out, the former being used when on foot to | 


get him over obstacles and the latter to 
blast away most of the aliens. Blob can run 
out of all of these, particularly if you re- 
explore an area of the game from which 
you ve removed all the replacements. 

The action is decidedly frantic with the 
pressure always on from the energy- 
draining aliens. Along with the need for 


mapping and finding objects this makes the | 


gameplay demanding so that you'll be ab- 
sorbed enough not to notice the cdisappouut- 


 goreen can quickly become clogged and 


restrict both movement and the ability to” 
shoot things. Mushrooms can be turned into 
magic ones by snails that crawl across 
screen. When a ‘pede hits one of these tasty 
toadstools it comes straight down the 
screen, unlees interrupted by a quick knife 
in the head. 

Down at the base of the screen the DDT 
is harassed by spiders and ants. Spiders 
bounce across screen, looking more hke 


Magnus Pyke with a spiked hair-do, andthe - 
ants move straight across, trying to home im — 
on you. a ee - Weary impressive 

| “the need for hardware, and some ‘very 
colourful writing. A bit of a-war of attrition 
because of its alow a 


: S On ee ee ee ee . 





butterflies that flutter by « 





required. 
» Lots of different insects te cope with. 


» Gets tough as you are overrun in later 














SS eee a ae ) 
" ® Action is slow. ee | 
o> Doesn't get the adrenalin pumping as a 





bottom of the screen. He 


 stroyed. Hf you take too long. 


gan be blasted from the skins tor. a ‘hoalthy 
7 bonus. sore, | 








ing use of colour. Not very original but 
packed with action and challenge for any 


| Standard of player. 
BW | 


ss sl 


G 0 OG OD Hh 6EOUWCUS 
512 Screens. 
Nice movement controls for walking, 
flying and lifts. 
» Hectic gameplay with non-stop action 
to cope with. 
> Plenty of objects and features to 
discover and use. 
» Tough task but easy to get into. 


J ee ie a ee 


> Not much originality. 
> Unimaginative use of colour. 





es 
‘eenta Wikis a piece’ ob “pacle: 
can't 
disappears when all of the “ 


Vance down the screen and 
dead DDT. 


much slower, but it has a lot going in favour | 
of it, Although slow the action is | Rs 
ceriainly has plenty of colour. The present- 2 





ation is also to be commended with some | 


ive apeech synthesis without | 





' The DDT faces up 
fo a mass of 
mushrooms anid 

_ irritating insects 





GREEN SCREEN VIEW 
Well-chogen colour combinations 
mean It's still playable, at least for as 
many stages as [ could get through. 
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Lunar monoliths are nothing new to anyone 





NODES OF YESOD 


Odin/Firebird, £69.95 cass, joystick or keys 











who has read or seen 2001: A Space | 
Odyssey but the problem here is finding 
one. To do this a little spaceman called | 
Charlie has to collect eight ‘alchiems’ from 
the lunar cave system and cope with all the | 
dangers there. 















SECOND OPINION 
The moje‘’s great and I'm a sucker for 
exploration games, so why don't! like 
Nodes? Well, the truth ts it's just a Bit 
foo mechanical. Graphically weak and 
sadly lacking in depth, the only thing 
fo do is expiore and collect — and that's 
not very impressive for a £10 game. 





as molehills (not very realistic). ff you jump | | | 
at the mole, performing a graceful, weight- | 
less somersault in the process, he can be can end one of his three lives. Judging 


AW 


Our bubble-headed hero begins his 
quest on the moon's surface. There's a 
cragqy mountain range in the background 
and in the foreground are craters and holes 
in the ground. Everything is grey (very 
realistic) and from time to time a mole will 





caught and put to use later on. 

Walking over one of the holes in the 
ground drops you into the underground 
cave system where the alchiems are 
located. The caverns consist of relatively 
bare flick screens (as opposed to scrolling 
acreens), most of which contain a number of 
platforms and lunar nasties. Charlie gets 
around by jumping between platforms, but 


some jumps can be quite difficult and you 
may end up infuriated at having just failed 
to make a leap and slipping of the edge ofa 
platiorm. 

The other way Charhe can die is by 
coming into contact with the underground 
aliens. These come in two basic variches: 
ones that float around the caves and ex- 
plode on contact with you, and ones that 








| place it seems, although fortunately this a Bocce 
takes place on a remote planetoid. There's... 
gnly one human life at risk and you've got === 

one quess who ~ well someone's got todo ) 


Meee niacin seen by ce UNS Fe 


plenty of small, colourful graphics and 
some nasty hazar 
| balding man who, after having donned an 








pop out of one of the craters, now revealed | has to be careful because very long drops | walk around the bottom of caves and | 


RAD-ZONE 
Mastertronic, £1.99 cass, joystick or keys 


Radiation disasters are. 





























“ft You've got to clear up the mess: decon- 





the radioactive objects. 

The game comes from the authors of 
The Scout Steps Cut and has the same 
| nctive graphic style and gameplay. It's 
“an exploration/platform game packed with 


Ti i) 
and sate orea 

fou ing her 9 and 
i mation s suis 





hazards. You contro) a litle 


pad sepepons tesa! cea venture: out tee 





SECOND OPINION | ae =e eee ee Ppa Bee. 
it's quite sumple stuff, but lenjoyed the oS aie, Skee, 7 , eoltlcu eens neh terom 
game alot. The graphics are 
interesting and colourful, with 
challenging gameplay and good 
sound to boot. The safe areas will help 
you explore, and there's certainly 
pienty fo see. A good game and a 
great price. 






age caught by one at the wrong time. ' h here. shorgsiates 

oF So. Gare with epee Bg 
‘cleansing ‘saucers and some knives that have a a a 
je at the — paces § action. One section is particularly 











that you has to fol out about iy sia and and = a 
elie el gc al ‘it gee 





| bounce you into the air on contact. These 
both gradually drain your energy until only 
a crumpled spacesuit is left as evidence of 
your existence, The aliens are nicely desiq- 
ned and animated but, like a lot of the cave 
system, are dull in colour. 

The mole that Charlie picked up comes 
in handy for performing two jobs. He can 
explode some aliens on contact, but, most 
important, he can dig holes in walls. You 
can only find out which walls through trial 
and error bul a seemingly hopeless po- 
sition or a particular arrangement of plat- 
forms may give clues. The holes the mole 
digs give access to other sections of the 
game, essential to completing il. 

The alchiems are shiny crystals that are 
tough to find, and not safe even then. Other 
Space suited searchers will appear on 
some screens and, if they touch Charlie, 
will explode, taking one of the alchiems 
with them, These and many other hazards 
can be dealt with using gravity sticks, 
which are collected along with an extra life. 
They remove some aliens and stop the | 
alchiem thieves in their tracks. 

The game has some other nice touches, | 
like a tunnel with an updraft which you can | 
float up and down, invisible holes in the | 
floor, and whirlwinds that act like teleports. 
These may help or hinder, but all make 





while. A delightful ‘ide cane Glove oc Gal 
‘Start screen and for £2 you can have ebtoty 
fun with this. | 











C8 es a ee 
ee eel ee 


= ed ee a 


GREEN SCREEN VIEW 
ine screens are fine, but those colour- 
coded radioactive objects can be a 
real pain. It is possible to tell when 
hey re red, but only just. 









mapping the game as you go 4a great help. 

The graphics are the main disappoint- 
ment about the game. They may be at- 
mospheric and lunar-like but they're also 
very dull. The action itself takes a little 
while to get to grips with, but once you've 
started exploring properly there's quite a 
bit to see and do. A nice exploration game 
but not one that's going to set your mind or 
joystick alight. 


BW | Players can take control of all these pieces, 


G oO O D H EF W S$ 
> Large, atmospheric playing area. 
» Nicely animated aliens and jumping 
action. 
» Good features like the mole and the 
updraft tunnel. 
» Tough game task. 


B A DF NE W 
» Use of colour is very disappointing. 
> Just an exploration game requiring 


little thought. 


> Fatal falls can happen much too easily 
and there’s nothing you can do about it. 


MONOPOLY 
Leisure Genius; Virgw, £9.95 cass, £14.95 disc, 
keys only 





Remember the lazy summer days when 
you'd cet out the battered Monopoly box, 
with its little qreen houses and red hotels 
(real wooden ones mind), and spend long 


| 


| 


| game. 








afternoons trying to make a fortune in | 


pretend money. You don't? Well here's 
your chance to experience if on your 
Amold who will do all the hard work, 


| leaving you to enjoy the game and get a 


| on your property. 





tan. 

This computer version faithfully recre- 
ates the board game, and allows up to six | 
piayers to take part, each with their own | 
playing piece. All your old favourites are 
here: the iron, boat, dog, car, boot and hat. 
For real authenticity there should have 
been one missing and a large dent in the 
boot, but no conversion is periect after all. 


or they can be left for the computer to | 
control. It will even play all six in a demo 





SECOND OPINION 
I'm not really too sure what the point of 
compuferised Monopoly is. The 
compuler opponents are all very weil, 
Dut Hey re no sudstifule for human 
beings. In every other respect the 
real, cardboard thing ts at least as 
good and a whole fot more fun. 





The screen has a picture of the whole 
board occupying the top of the display, but 
this lacks detail and merely serves to show 
the position of the pieces on the board. 
Below is a window in which most of the 
action takes place, including close-up pic- 
tures of sechons of the board. 

it you haven't played the board game 
then full instructions are included with the | 
game, but here's a quick summary of what | 
it's all about. Players travel around a 
square board made up of a number of | 
colour coded sets of property, and some 
other special single squares. A site can be 
bought, and when a player has a full sei he 
can build houses and hotels on the land. [f 
another player lands on one of your siles 
you can charge him rent. This goes on with 
players acquiring assets until a set time 
limit or all but one of the players has been 
bankrupted. 

The computer rolls the dice automati- 
cally for each player and moves the piece 
along the board. The computer will offer 
you one of several options depending on 
which square you land on. After complet- 
ing this the player can also select one of 
several other actions. He can mortgage or 
unmortgage properties, buy or sell houses, 
try to trade properties with another player 
and claim rent when another player lands 































oe All thet history is 
here in pixels, fram 
the Old Kent Rood 
to Mayfair 


CO) 
















All the special features are included 
like gomg to jail, chance and community 
chest cards, tax spaces and free parking. 
Because it's a game of chance the computer 
plays a good game, but obviously it's more 
fun to play against other people. The 
graphics are fairly basic but adequate and 
there's litide sound. The game proceeds 
fairly slowly through some sechons and it 
can become tiresome. A faithful but unin- 
Spilling version of the qame that only lacks 
the atmosphere of little painted wooden 
houses with knots in them, dented metal 
playing pieces and a box and board worn 


With use. 
BW | 





“‘TROLLIE WALLIE 


Players. £1.99 cass, joystick or keys 


You won'l find many games set in a super- | 
Market, and fortunately our local shopping —_. 
Precinct doesn't have anywhere as deadly — 

. a6 the aisles that Wallie has to cope with. 


This supermarket takes the form of a large 
scrolling platform maze containing 40 items 


- that need to be collected and paid for. 


Wallie himself looks like a large tomato 


Be on two bright blue legs, and when he jumps 
he flies through the air in a graceful arc but 


with a complete lack of animation. His 


_. dental work is much more impressive con- 
a sisting of large, toothed jaws that chomp up 
and down as he walks, just like Pacman. — 


‘Wallie has to find the 40 shopping items 
and take them to the checkout desk five at a 


SECOND OPINION 
Quite colourful in a tacky sort of way, 
Dut there's nothing very exciting aboul | 
Hus Sudgel trundie-'em-up. There's 
Plenty to explore alright, Dut nothing 
fo do except jump around and pick 
things up. Salil, i's the ciosest we re 
| ever going fo get to a supermarket 
| here in Somerton. 
AW 


‘The first problem is to find the check- 


| out desk, but once you've located tha 


| there’s « lot of tough shopping to do. As 
] Wallie moves around the shop the screen 


scrolls when he gets near the edge to 


reveal more of the maze. The same hap- _ 
pens when he goes up or down ladders to 

| get between the si 
 W¥adlie- doesn't have to cope with old 


different floors. 


- ladies pushing aqueaky trolleys and acting 


ing Goons. 


_ static and others. moving. 
- floors and ceilings are a constant hazard 
(don't shop here for food!), while same- 
| Body seems to have activated laser security | 
systems and some nasty sliding doors 
- Belore Jocking: op ‘time. ‘Wallie can_ be. 
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dike they're im a demolition derby, but he — 
_ does have to deal with a mass of dangers, 
‘The main. danger is fatal falls, ee ee 
_ happen all too easily due to the disapp 

nr ax belts and long lemma 
| that have to be negotiated. Any one of these 
_ could dump him intoa drop that costs a life. 








‘Dangers come in many forms, some 
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G 0 U D | E W 5 
® Faithful conversion of the board 
game. 

» Up to six players can play and there's 
a good computer opponent. 

» The computer takes care of the 
calculations, movement and other 
aufomatic functions. 


B. AS — os ww = 


> Graphics and sound aren’t used as 
fully as they could be. 

» The action is very slow in places. 
> It will never have the same 





A tomolo on heey i* 
foced with some 
nightmarish 
grocery shopping 


social i ie Maks as hen end 


} sent: back to lus starting position, minus 


another life. 

The shop is also patrolled by some 
vicious monsters that probably mutated 
from the rotting meat freezer. They move 
along in patterns on some floors, bringing 
ye more death if touched. Most of these 

tacles can be avoided by carefully 
tiers Widke and damve. but some can be 





wery difficult to get past and will need 


practice. 


Less lethal obstacles present them-. 
- selves in the form of walls that have to be . 
removed by flicking a switch, or conveyor — 
ene Tae 28h: 8 Bee wey a neve be 
‘until you're familiar with the layout of this | 
manic marke! you'll need to be very careful =} 
‘when scrolling at the edge of the screen. e 
: from some nasty colour clashes when Wal- es 
_ ie passes through ladders and other areas. 
pata sicinecni eA rte nearest ET cs 
affects are simple. ‘The game is rather old 
SS ee dE 





sound 








,and =| 








































atmosphere and nostalgia of an ageing 
board set. 


thine 7's visible, but the real-life 
_ boardisa ane colourful.” Bee = ; 
kw 








> Large scrolling playing area. 
» Good array of obstacles and dangers. | 
® Very tough trying to reas of the ll 
shopping. : 





> Nasty Nasty colour clashes when objects _ 
ove 

It's an old game with old gameplay. 
> Collision detection isn't good, col 
wr for Solas sliding doors. a “ 


GREEN SCREEN VIEW 
Everyuing 3 visible, but colour was 
one of ine game's Detter features. 






























Without doubt. the Amstrad range ofcomputers forces against the cruel dictator. A true ‘headto +=GUNFRIGHT captures the atmosphere of the 
is rapidly establishingitself at the forefront ofthe head’ game with voice simulation and superb Old West at its wildest worst! As Sheriff 
personal micro industry. multi screen graphics. Quickdraw you'll have your hands full just 
In response to this trend US Galdand Ultimate From the Ultimate Play The Game Stable, keeping yourself and the townsfolk alive, never 

| stunning conversions, designed to exploit the Gas! = McGraw, fastest gun in the West! 

best features of the Amstrad micro. ai ~ get " Finally there is DAMBUSTERS. This simulation 

Here are four outstanding classic games from 49% ba wee my =—really needs no introduction; an accurate 

our ever increasing range that will enhance - | : reconstruction of 617 Squadron'sepic Second 

| any software fael lista ater P ' World War raid or the hi oehne. Eder and 
: aes , 1 | A= . Sorpe Dams in Germany's industrial 
+ freer | ' te ee “rie”. ¢ 4 a =“ wt ; 
oes oe ee Sorte es A, , ha SS, heartland: DAMBUSTERS is already 
erertsanddemeneniony descrip- A Fin “wy, ‘egarded as an all-time software 
tion are your obstacles in this fast = a = a 
paced video action thriller To \ . a GA Allthese great pamesare available 
travel through the Wizard's \, =a now especially for the Amstrad 
temple torescue the fair maiden | j i at better computer stores, 
you must avoid demons, Lasey \ NY nationwide 

a 
dragons. snakesand killerbees. ~_: Shire. y : 

4 Beware of weapon wielding Ly ani pg i Zee. 

| henchmen and defeat each of = X ‘ 

the deadly ¢ om to advance SNS , 

| to each of the five floors. Your only 7 | ) 9 nd 
defence is your martial art skills! | ( DISK £14. 5 
Sequel to the highly acclaimed Beach- 4 - 9 9 5 
Head, BEACH-HEAD II once again pits the allied CASSETTE f, Pes £ 
BEACH-HEAD Il 
— 

= 
— aa 
— 
f-4 

7 
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[Pe es ‘a 
Tip (eek ‘ 
ef Whee vs alslutubuitvalslal Selected U.S. Gold & Ultimate Play The 
fame LSU ULLAL LS Game product isavailable fromselected 
Js PLAY THE Wy branches of: 
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Gags eereeie Oe tases oaks a IMBtnE! 
aspiring programmers have droamt of the 
apart, ‘Gargoyin Sinioe cones: Wi WO 
must be one of the best attempts so far to 
realise that dream. 

Heavy on the Magick gives you a horiz- 
ontal window display of your location, in- 
chiding the character you control, tocether 
with three information panels at the bottom 
of the screen. The first of these gives 
information on Yb i aangacatah panes ese 
echoes keyboard entry and displays the 














And luck you're going to neod, my 
fellow Pigs, because this is a very tough 
game indeed. Axil the Able, whose life 
depends on your keyboard entries, has 
been confined to the | beneath 
Collodon’s Pile by Master Therion the Wiz- 
ard. Somewhere in this multi-level night- 
Be are ee ee ee ee 

Bi the start of the | you are al- 
located values for Stamina, . Skill, and Luck 





A typical initial allocation would be about 


34, 12, and 3 respectively, and if you don’t 
fancy this you can swap the values\axcund, 
giving for example 12 for Stamina, 34 for 


Sidi) end-S for Luck, As a general rule) 


however, the beginner will probably want 
83 much Stamina as he can muster. 


ANIMATED 
ADVENTURE 





Once you've left the: ‘initial set-up 
screen you fitid yourself in a roor with two 
tables, one of which bears a pak en 
Grimoire (spell-book to you and me), the 
other bears 3 message of a more fatal 
nature - touch it and you die horribly. This 





is typical of the puzles in the earlior part of 


the game where, are aN aaa 


acta cecal = unless you happen to die in 
battle. 
Part of the reason for this is that the 


number of available options are not that 
great. The program depends on keyboard 


rey ‘but restricts you to an unusual two- 


structure which takes the format 





YWORD OBJECT. There are in fact only 
six basic key ead ch is 

tered using a single key-press. These are 
2, which toggles the nation display in 
ane of tho Denols hetrebe avontary, macy- 
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; O, which J 





returns you to the Optidns screen (to save a 


game for example); X, for eXamine; P for 
Pick up; and D for Drop. 

In addition to the above you've got 
movement in eight directions and, al the 
start of the game, three spells. The spells 
are your only lifeline when you set out, and 
they give te the pe to Invoke a 
damon, or an opponent. Even 
though the use of words i limited it's 


SECOND OPINION 
y have managed to 
e someting special here Dy 

OTL TET fiery Proven grapiic 
bilities with a testing adventure 
Adventurers will be happy with ite 
nd character 
rcade gamers will 
dw ith miuch the 

and the 
ArLiTation 
Tory one word fo deso 


Lari Co Piet Fe zi 


ait aapraren 7 am, | : 7 
ri OF DUIS SOV a 

ba em oe 7 | - Is § J 
LATe@ractiion, Wile a 


| #apprecqafe the speecc 





jane can be piayed 
F iF af ? ry TL ST aC Tee fi 
ruba Mus 


Feacle White ak Cain. decandinn Weel 
or the correct use of objects found, and 
you'll find yourself having to listen very 
carefully to Apex if you're to rise up 
turough the ranks of magickal mastery. 

There are four demons to invoke: - 
{idlio. Gan Wevisploct yoo'td annie’ place), 
Belezbar (who can reveal the nature of an 
object), and Maggot (who tells you where 
things are). You won't crack me bari 
without using the Demons extensively, t 
ree Cant cal aoe iaeien: con aeeee 
found the talisman that controls them. As- 
modec, it qoes without saying, should be 
used with caution. 

The game area covers 255 different 
rooms, has 280 objects and going by the 
Pilg's slow progress, is enough to keep you 
busy for quite a while, | discovered filty 
different locations within an hour, and there 
are several different levels. 
Mapping is difficult since you 
have to construct-a differ- 
Gat-map for each level 

owing the stair- 











Ways that connect them. Most of the initial 
‘puzzles involve the Opening of doors, 








you here, a 
will appear occasionally and answer your 


In fact any object or character can be 
semble ti with, using the structure 
CHARACTER, OBJECT. For example, 
“APEX, TABLE may dlicit the helpfal re- 
sponse IT’S A TABLE, or possibly some- 











thing a litle more revealing. As a general 


rule, however, the hest form of communic- 
‘s blasting. On your travels you will 
communicate thus with countless trolls, wy- 
vampires and other unplea- 
verns, aoblt eo many of whom are likely to 
send you fo an early grave if you don't 
either blast fast or run faster. 
Every command you enter will result in 
some action on screen, even if Axil only 
houlders in incomprehension. 
Mi si actions drain your energy by a point 
or two, and some increase it. Once your 
ert reaches zero youre dead, Dut 
you will find that saving gumes at 
the end of each session will enable you to 
retain your experience iN: 
venir This is none because 
























































Axil the Able 
Honds with his 
oak billowing . | 
‘eround him The text screen 

where you A key on o table 

sipyaivanaians with that wil come in Apex the Ogre 

e gome handy for opening can be very 
08 door helofyl if you ask 


















him the right things 


In fact, to locate all three possible exits 
in the game you will have to rise from the 
lowly position of Neophyte to the exalted 
rank of 4th Grade Philosphus. This will 
involve a fair bit of gameplay and puzzie- 
solving, and certain demons whose aid is 
essential but who cannot be invoked until 
you have reached the requisite expenence 
level. Gargoyle have intimated that future 
games will provide further challenges and 
the opportunity to rise yet higher in the 
magickal social circle. 

it's a pity that there aren't more text 
options available, and that same of the 
objects are a litte hard to pick ont on a 
green screen. But, these munor niggles 
apart, this has to be one of the best options 
yet for anyone interested in a spot of 
derring-do down in the dungeons, com- 
bined with plenty. of puzzles, pleasing 
graphics, and animation into the bargain. 








= a —— — = =: . 7 ja =e ae a | SP 





WrHhétTé. 45 Mag has been before 


Reocouts on the 
health of Axil and 











Excellent graphic display and 
Plenty of locations, objects and 
characters. 
- Lots of puzzles. 
- Closest thing yet to an interactive 
movic. 


game up considerably. 
A really tough game to crack. 
Will appeal to both adventure and 
arcade players alike. 


== mS a a 


Text entry is limited. 


| 
, 
Single key press entry speeds the 
: 
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Prohe' Software £7.95 cass, joystick only 


Basildon Bond is the creation of comedian 
Russ Abbott and, along with some other of 
Russ's characters, he is the star of this 
exploration and joke solving game. The 
aim is to rescue Russ from a rival comedy 
act by putting together some of the oldest 
jokes known to man. 

The action takes place in the TV 
studios, where jokes and answers are to be 
found by searching the various bits of 
equipment and furniture. You contro] Bond 
as he runs around the 2D rooms that make 
up the studios, and although the character 
is rather chunky he is animated quite nice- 
ly. The rooms are colourful, but again tend 
to be on the blocky side. 

There are many objects to be found 
lying around the studios such as video 
tapes, TV remote controls, earphones and 
electric kettles, most of which are used for 
searching furniture. To search a piece of 
furniture Bond needs a specific object. 
Which particular object searches which bit 
of furniture has to be discovered by trial 
and error. The combination stays the same 
throughout a game but, changes for each 
new game. 

To get between rooms Bond merely 
has to run into a door which will creak open 
take him to the next room, Some rooms 
have different levels of platforms to ex- 
plore and these are connected either by 
stairways or boom cameras that can be 
moved up and down like lifts. The playing 
area is quite large and a fair bit of explor- 





SW FRIGHT 
“© a 5 FT _ 7 =! tn 


ADVENTURES OF BOND...BASILDON BOND 
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Ultimate US Gold, 9.95 cass, £14.95 i Gist, joystic kK or keys 


| When Ultimate brought out Alien & many 
people cried rip-off because of its si 
to Knight Lore. Now they are set to face the 
| same problem with this wild west romp, as 
it looks like Nightshade — and this time the 
game doesn't come out emelling of roses. 
The game is set in a wild west town 
| where you, as the Sheriff, have to hunt 
down and ial! outlaws for the bounty. The 
town is shown in the same 3D perspective 
as Nightshade and Knight Lore, with build- 
ing fronts disappearing as the Sheni walks 
behind them, 30 that you can see where 
you're going. Buildings can be entered 
through cpen doors, but there's nothing of 
interest inside unless one of the other game 
| characters is already in there. 
The town is populated by an extremely 
| annoying and stupid group of people who 
seem. intent on stopping the Sheriff doing 
his job. There are iets of women who 
wander aimlessly around and, when they 
bump into you, kill you. This doesn't seem 
like civiized behaviour to me, but is aa 
| nothing to the fact that bumping into small 
children and cacti also knocks off a life. You 
can of course shoot these innocent by- 


standers down when they get in your way. 


| bat you'll be fined for it, reducing your 
. bounty. 

| The cudawe appear one at a time and 
before you can get into a gunfight you'll 
| have to find them. This can be done by just 
wandering around the town, but the chil- 


dren will help guide you to them - they 
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ation and mapping is required. 

Many rooms have killer cameras. that 
patrol up and down the floor and platforms, 
and these are Bond's main dangers. If he 
runs into them he's sent back to the start 
room and loses ten minutes off the five hour 
time limit. They can be stopped in two 
ways: either by having a magnet in the 
same room which freezes them, or by using 
Pa@elejetigelh til) a 

Cooperblasters are limited in supply 
but cause either Cooperman or Blunder- 
woman to appear on screen. One of them 


bounce up and down on the Het pointing i in 





he direction of the target, turning to face 
him if he moves around, 

Once you've located the bad guy you 
need to shoot him once to get onto the 
gunfight screen, Here the man appears in 
2D on the screen, and as soon as he draws 


SECOND OPINION 
This one’s not just derivative — it's also 
rather dull, There's a large town you 
can explore should you want fo, Dul il 
al! looks the same, s0 why bother? As 
for action, those women will drive you 


up the wall Dut dodging them is hardly 
addictive, The horses are funny at 

first, and the town looks qood — bul 
once that wears off, (here isn't much 
ler 


his qun you have fo move a cursor onto him 
and let him have it, otherwise he'll riddle 
you with bullets. Draw too early and you'll 


be branded a cheat, ending up with yet 


more holes in you. 

Once you have disposed of ane killer 
you have to track down another with a 
higher bounty on tus head, and of course a 
quicker draw. The appearance of the kil- 
lers changes but isn't always appropriate, | 
mean Ma Baker in the wild west and with 
five o'clock shadow? 





is aa from the: children the hth other 


bounces diagonally around the screen, kill- 
ing any cameras it comes into contact with, 
and the other moves straight across the 
screen while you move it up or down, 
trying to hit a camera. 

Once you find part of a joke it has to be 
taken back to the start room and logged 
into a computer before ‘the face’ appears 
and gets you, removing the joke back to its 
starting position. Once logged, the jokes 
and answers have to be matched up to 
provide the jokes in all their ageing glory, 
and believe me they are older than Max 
Bygrave's. 


SECOND OPINION 
PFienty of rooms to explore, and 
they're all as ugly as anything. If you 
can pul up with all that horrible 
chunkiness though, you have a large 
and difficult game. The gameplay's a 
bit repetitive and the jokes are 
ancient, but if is the only game around 
that features Blunderwoman — and 
thar’s got to be worth something. 

AW 


The graphics are distinctive and 
colourful, but chunky so that the rooms 
often have a garish look to them. The 
gameplay isn’t particularly addictive but 
does present a tough challenge as you try 
to link up objects and furniture. At first it 


nate, you: getare oin forsee which can be 


‘ridden’ if you want to move faster. They 


don’t last for very long, but while they do 


you can trample women and children 
unde foot - most gratifying. Bullets and 
horses both. ‘cost money though so you 
won't want to use too many of either, 

At the start of the game and after every 
few outlaws there is a bonus screen where 


you can practice shooting bags of gold. 


This should prepare you for the fight 
soreens and helps the bank balance, Ano- 
ther thing that appears if you shoot enough 


men are balls of tumbleweed that blow 
around the screen, making your progress 


more dangerous. 
» The: graphics and action are far too 


close to: Nightshade for comfort, and 


although. the game is more interesting than 
its predecessor it loses a lot because of its 
lack of originality. If you've got Nighishade 
this probably isn’t worth getting but if 
ecliiee fresh to ‘Ultimate's games then it 
‘should impress. The action is quite com- 
mulaive and dia game has a good senso of 
humour, but recip “2 abplahins are tremen- 











seems very unimpressive but the tactics of 


exploring, avoiding cameras and finding 
jokes grow on you to make a reasonably 
enjoyable game. 

BW 


GREEN SCREEN VIEW 
Those awful graphics are even worse 
inimono, Dut you can still see 
eg giilictes 


AW 


i, | | ee | ee a, 
» Large playing area to explore. 
» Many objects and pieces of furniture 
to find and search. 
» A tough game task with plenty to 
overcome. 


(Paap ee, Be 
» Graphics are chunky and garish. 

> Little depth to the gameplay, it's just 
running around swapping objects and 
searching. 


GRAPHICS (EA Sees 


GRAB FACTOR Cyaig Seeeecce st 


STAYING POWER (a:b seoumescces occ 


AA RATING xi see 





dously Richie AE they behave more. ike 

outlaws in drag than law abiding citizens - 1 
say waste ‘em witha hailofleadendeath. 
BW 


GREEN SCREEN VIEW 
Colour isn't a strong point of tis game 
soit plays fine in green — but the 
original yellow was a bit more 1a 
atmospheric. 


6 0.0 D N — W S$. 


om Me oy ee ee 


» Ultimate'’s usual excellent graphics, 

» Great sense of humour to the action. — 
» Compulsive and tough game task. 

» Nice additional screens for shoot outs. | 





"a Pa es tae ee 





» Main gameplay is just like 
Nightshade. 

> Little depth to the action, you Stace 
doing the same thing. 
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“THE DAMBUSTERS | 


US Gold/Sydaey, £9.95 cass, £14.95 dise, 
joystick or keys 





Ruhr valley, part of Germany's inc 


heartland. The original mission succeeded 
but you have the sob Nolen to try it for 


yourself- maybe you'll miss. 
There are three levels to choose from 


that start you at diferent point in the =~ 
mission. The first juat gives you the appro- 

| ach to the dam, the second puts you over 
| the English channel with the whole of Eu- — 


| rope to croas, and the third puts you on the’ 
| ground at Scampton airfield in north-east 


England. These are succesively harder io 
complete because of the jobs you have'to. 
 eecssseepese est ii eget dates Saeed sane 


SECOND OPINION 
It's ail a pretty sully idea giving you 
seven people's jobs, but it's the only 
thing that gives the game any staying 


power. Graphically unexciting and 
sonically appalling, this is a rea! solve- 
and-forget job. 


AW 





On all the missions you do the jobs of 


‘the seven crew members of a single Lan- 


‘caster bomber. It only carries one bomb so 
| that you can only destroy one dam, and the 
‘game ends alter it is dropped whether you 
succeed or not. There are three basic 


| problems that have to be overcome in- 


| order to complete the mission: learning to 


| flv the plane, avoiding the German de-. 
ee ee 


To achieve these you need to perform ail 
seven jobs with speed and accuracy. 


The pilot screen shows a view through i 
“the cockpit and the instruments, indicating — 
height, direction, horizon and speed. From 
| here you have to fy the plane using the - 
| joystick and set the correct course. for: 
approaching the dam. This ties up much of 


| the ime with the two engineer screens (one 


| in the: ‘two shosienedt aoe On the first 


| Your task ip lo recreate one of the most 
famous air raids of the Second World War, 
in which Lancaster bombers from 617... 






Those magnificent 
men in thelr flying 
machine view the 
night sky over 

Germany 


screen you control the engines with thrott- 


les and boosters to set the speed, and fire 


extinguishers if an engine is set on fire. The 
second screen is needed for take-offs and - 


controls the rudder, flapa, landing Bent and 
fuel indicators. : 

The navigator'’s screen consists of 
maps showing the territory over which the: 


plane is passing. These include details on. 
“population, military and industrial centres, — 


airports, radar stations and the dams. This 


should warn you of the type and weight of 
“Opposition youll face dei) over different — 
areas, | 


The front and ‘tal gunner screens are 


the Lancaster's means of defence against. _ 
the three enemy threats. These are night 
- fighters, barrage balloons and searchlights, 
ab of which ¢ can be ‘shot, ‘Night. ges: can 














damage the pe. barrage balloons can 
cause you to crash if you fly into them, 
while searchlights can home the flak in on 
the plans. None of them are very difficult to 
shoot but can catch you unawares when 


_ you're concentrating on other screens. 


-. The bomb aimer screen is where you 
ready the bomb for dropping. To succes- 


falls destroy the dam the plane has to be 
travelling at the right speed, height and 
direction, and the bomb has to be released = 
at the correct moment. The screens are all 


quite nicely designed but the actual flying 


graphics aren't very impressive. The ei. ee 


giné and machine gun noises are also 


weak, leaving a lot depending on the = 


gameplay. 











‘It's quite difficult to complete the ‘whole ee eer 
mission and you'll need a fair bit of pract- Pareetuat 





espe HEIST 


Players, £1.59 cass, joystick or keys 





You've seen plenty of left-right shoot-em- 
ups, well this is an up-down one from 
Interceptor's new label. It comprises two 
sections that qo together to make one un- 
original, infuriating, awful game. 

You control a helicopter that flies at the 
left hand side of the screen and can be 
moved up and down. It fires laser bolts 
yery rapidly in a stream of deadly death 
towards the right hand side of the screen. 
From the nght appear alien craft who try to 
make it to the left of the display, and have to 
be stopped to prevent you losing a life. 

The alicns don't just move towards 
you, they fire at the chopper as well, 
destroying it if it’s hit. The alien fre can be 
quite concentrated, and up to four of them 
can be on screen at once. When they get 
about half way across they stop firing and a 





last minute intervention by the helicopter 
can prevent disaster. 

When enough aliens have been de. 
stroyed you move to the second stage of 
the action which involves very fast reac- 
Hons. The helicopter goes into hyperwvarp, 
which means a whole bunch of white dots 
whizz across the screen towards it very [ast 
indeed. All you have to do 1s avoid the dots 
for a litle while. Even if you're ready for 
the start of this section the helicopter may 


| hit a dot before you've had a chance to 


move, and one wrong twitch will spell 
disaster. 

if you survive the hyperwarp you re on 
to another alien blasting section, but with a 
different breed of alian and a lot more of 
them to kill belore you can move on again, 

The waves are quite difficult to sury- 
ive, but consist of mindless and repetitive 
action. Their most annoying feature is that 
wherever you die the chopper is always 
returned to the start of a level with all the 
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aliens still to be shot and the hyperwarp to 
survive. This combination makes the whole 


SECOND OPINION 
Now this is whati call bad. There's a 
thin fine belween clever and stupid, 
but Nuclear Heist isn'teven close. It's 
just iike those slaiom games of old, 
with a Dit of shooting tro’ 


min. You 
hold the fre button down, you dedge 
the bullets, you dedge the things in 
Hyperwarp that look exactly jike 
bullets, you Wonder wihiy you 
Domered. 





thing immensely frustrating and quaran- | 
feed to have you breaking up the furniture 
after just a few minutes (you should see the 
| state of the office after Bob played this one! 
— Ed). 

The game sound effects are quite jolly 








| blasts away on the 
| left otf the olfens 


gartainly can't be called a — ee 
= until Jags succeed in p 1° 


GREEN 5CREEN VIEW 
The water's almost invisible, but you 
don't really need to see it anyway. 








The helicopter 







on the right — can 
| you slay awake? 






but the graphics are very simple and suffer | 


trom flicker. Even as a budget title this isn't 





very impressive because it's a very old 
idea with diabolical gameplay. 
BW 


GREEN SCREEN VIEW eden ta 
Byes rene visible - more's the pity. _ 
aw 


a ok Se MT) Geet ee 
> Doesn't disable the reset keys. 





i Tie Se ae 


» Very old game idea. 
» Mindless repetitive gameplay. 

» Only two stages. 

» Simple, flickery graphics. 

» Infuriatingly easy to get killed when 
there’s nothing you can do about it. 


| VOODOO RAGE 


| Antartic, £1.99 cass, joystick or keys 





Despite the imaginative title this is in fact 
just another platform game, the most not- 


iceable feature of which is the appalling 


scenario that sounds more like something 
out of a Bernard Manning ‘comedy routine. 
Basically it's about a wife trying to stop 
hubbie playing computer games; a sexist 
scenario and a simple, old qame combined 
to make one bad package. 

There are 20 screens to get through in 
sequence, and on each one you have to 
perform the familiar task of picking up all 
the objects on screen while avoiding the 
mutant creatures trying to stop you. The 
platforms on which all this takes place look 
different on each screen but behave in 
exactly the same way. Your character can 
walk on them, or freely jump through them 
to get up the screen. 


SECOND OPINION 

Platform games are tired enough if 
they re done well, Dut this one puts 
‘em fo sleep for qood. The scenario 
woud insult the intelligence of a slug, 
and the gameplay isn't much Defer — 
rotten collision detection, an 
unoriginal fask and Doring screen 
layouts make for nothing but tedium. A 
great ttle tacked onto a miserable 
game. 

Aw 


The husband appears on a platlorm 
which also contains a video game console 
of some sort. He wanders randomly to and 
fro on the platform, and while he’s doing 
that you can't touch him, However if he 
Starts playing at the conscele and you've 
picked up a rolling pin you can go and beat 


him up for bonus points. He doesn't id to |! 





| and not a lot of lasting interest. 


| » The ‘rage’ and husband beating add 
|| some originality. 





the console very offen - 1 wonder which 
game he's supposed to be playing? 

The screens are quile simple in design: 
you have to avoid all the creatures that 
move, and collect anything that doesn't. 
Contact with a monster, or a long fall, 
claims one of your three lives, but most 
problems can be solved by throwing a 
‘yoodoo rage’. The instructions tell us that 
this is ‘like having 30 mothers who all lose 
their tempers at the same time’, and if 
they've seen this game ['m not in the least 
bit surprised. 

A rage will last for ten seconds and 
during that time the creatures are frozen 
and can be touched without harm. You only 


| have ten of these rages to use but they 


make the job considerably easier while in 
operation. Even with a rage on you are still 


| susceptible to long falls and death from 


hitting the bottom of the screen. 


This game is 
grounds for 
divorce, go geta 
ralling pin and hit 
the author 





The creatures and objects are quite 
nicely drawn, but they are very small and 
the rest of the screens are uninteresting. 
The sound effects are also simple, but the 
game's biq problems are that it is totally 
unoriginal, the gameplay is simple, and the 
scenario awtul. Cheap game, cheap jokes 





BW 
_ toe, burthat ca ony be a teria) 
See | oe 


Pee oh. BE Woes 
» Getting through 20 screens will be 
tough. 





B A D N E Ww s 
» Old game idea, badly rmplemented. 
® Awful scenario. 
|| ® Collision and jump detection aren't 

| good. | 
|| ® Screens aren't very inventive in their 
design. 
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“SPIKY HAROLD 


Firebird, £1.99 cass, joystick or keys 





| Yet more cute “characters from Firebird; 


| this: time the hero being a hedgehog called 


is to try to collect all the fruit and goodies 
| that have been left lying around and under 
| the garden, so that he can prepare for 
| LEE eee 


SECOND OPINION 
The animation is okay, buf those 
single-colour characters are really 
arab. As for gameplay, there are some 
vicious iming problems but not a 


great deal else. Not Bad for the 

money, i suppose, buf more colour 
and a Digger playing area would both 
De welcome. 


- I's a platorm/exploration game-.in 
whick the garden is split up into three main 
areas. There's above ground where Harold 
can take a stroll in the grass, underground 
chunnels composed of a very red clay soil, 
‘and the pond where he can gat more than 
just his toes wet. Ali three areas have bits of 
‘fruit spread around them, and in addition 
there are other flowers and objects to 
brighten up the view. 

Harold is delightfully animated as he 
makes his way around the ghastly garden. 
He walks on his back legs, his spikes 
bouncing around on his back, with a happy 

look on his face and a great jumping action 
where he crouches and then wacqies his 

legs as he flies acrobatically through the 
air. You'll believe a hedgehog can fly: 

He also displays an impressive array of 
teeth when he eats the goodies — pity he 


}doesn't use them on the gardens nasties. 


There are plenty of things to get his 
| qgnashers into including apples, cherries, 
E grapes and the odd glass of wine. The wine 
fhas a rather unnerving effect on Harry 
i because until he gets off the screen it 
| reverses the controls, which can initially be 
Scooter 
- The other animals that threaten Harry 
are also well drawn and animated; includ- 
ing little chicks, wasps, flies, worms, mice, 
| birds, clouds, fish and some decidedly non- 
‘biological threats. These feature on just 
pabout every screen and follow movement 
| patterns that have to be worked out so that 


‘they can be avoided more easily m the 
 fature, This is offen tough because it re- 
quires split-second timing and because the 





| create? § movement patterns Ine Rsenct. dif- 
| ferently if left to repeat their routes. 


Touching any of the moving animals 


| with a snout, spike, foot or such will result 
in the loss of one of Harry's 20 lives. That 
may sound like a lot of lives but it’s very 
one to Secreta: that task. Only. experience 
will teach you where to go and when, bui in 
‘some situations a suicide a fora piece of 
fruit 1s: needed. © 


~The use: ‘of colour is ee 
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Harold; trying to cope with the hazards ofa — 


‘nicer, There isn't much sound in the game 
-wery hostile garden. His pleasureable task — 


‘batt does have a nice version of ‘Flight of 





- } Well animated and humorous main 


_. Character. | GREEN SCREEN VIEW 
_ |: Some tough timing problems to deal Plays fine, and still looks drab 
with, - 
>» The water and wine glasses are good 


features. 


players timing, but at heart it's just a simple 
explore and Gollect @ffort..A good budget 
titla that should give a fair amount of fun. 

| BW 


throughout the game; with a bit more work 
and imagination it could have looked a lot 













the Bumblebee’ during the title screcn and 
‘An English Country Garden’ while the 
game is loading. The gameplay is quite 
tough, putting a lot of pressure on the 


"0% - y 


Harold sure is 
spiky, bub can you 
Bolnt him in the 

right direchons 


\ 
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fe Not much use of colour. 
If you dont like timing and pattern 
 idapainas ade nt eal fun. . 


“STOP PRESS***“STOP PRESS**** THE BEST FRENCH 
SOFTWARE IS NOW AVAILABLE IN THE U.K.*****STOP PRESS* 


BLUES Lome, “ees | eee) «OS DEXTER!” 
£9.95 C | fever Gnu Sow By Ol sr9095c 


| DOOMSDAY | 
£14.95 D JBN CY Ba ee OLN » £14.95 D 





Incarcerated in the prison headquarters of the robots that have The year is 2912, the war on Earth is escalating beyond control. 
exterminated all other life on Earth, you are awaiting whatever evil | Throughout space the colony planets are worried. If the central 
experiments they have in store for you, when you hear the sound of galactic control computer on Earth is destroyed all life on the planets 
a girl's voice through the bars of your cell. You are not alone - will perish with it. 

Th ic < rr ig : p i] 1h — |e 7 Et 7 a et — ‘ _— ‘ A 
[here is someone else left alive — At last a reason to escape .... You control DEXTER and his trusty podocephalus SCOOTER in 


FIND HER! their task of intiltrating the computer centre and copying the 


memory banks in order that galactic life can continue. aah 
au The richness of this game, its high resolution cartoon quality 

) bat graphics, its 50 different rooms and the exceptional speed of 
a ) the Arcade Adventure to end them all! both the 3D animation and game play will leave you breathless! 

L 
; : 
a _ 
F is the game your Amstrad has been waiting for. 

“HE BDOGICIEL = 14.02.86. 


aeeeeeee CBM 64 & SPECTRU MV ERSIONS AVAILABLE SOON ******** 


CONTAMINATION £9.95 C £14.95 D«++++++++ AVAILABLE SOON *#+#+04¢5 


A marvellous blend of strategy and arcade, ANTI-VIRUS through to the final resort of wholescale 
CONTAMINATION puts vou in control of the NUCLEAR destruction of an infected area, you have a — 
WORLD HEALTH CENTRE. Your task is to identify game of unlimited variation. You will need more than 
and eradicate disease throughout the globe and save just fast reflexes to get through the multiple screens, 
‘| the world's population. With a range of options you'll need all your powers of logic toal 
_»_§ | available from CORDON SANITAIRE to creating an 








BH PSS PRODUCTS ARE AVAILABLE FROM SELECTED BRANCHES OF W.H. SMITH, JOHN MENZIES, BOOTS AND ALL GOOD DEALERS. IF 
YOUR LOCAL RETAILER DOESN'T HAVE A PARTICULAR PS5 GAME IN STOCK, PLEASE ASK HIM TO ORDERIT.. ALTERNATIVELY, ALL 
GAMES ARE AVAILABLE MAIL ORDER = TELEPHONE 0203 667556 FOR DETAILS. FOR A FULL CATALOGUE DESCRIBING ALL OF OUR 
PRODUCTS, SEND AS.AF, TO: PSS, 452 STONEY STANTON ROAD, COVENTRY, CV6 5DG 








this a realy addictive game You'll: 


wee snail hours, “You'll tire of it 
eventually, [suppose, bul you ‘il have 
shisha ti Lao eamada reefer 


It's back to the mines for Mikro-Gen with | 
another topical game, this time all about the 
disposal of radioactive canisters. The game 
is a colourful exploration game, but with a 
good dose of puzzles and arcade achon 
thrown in. Eight canisters have to be dis- 
posed of in the eight levels of the asteroid 
mine — and that’s tougher than trying to get 
Wally Week to go on a diet. 

This noble end is achieved using a 
spherical disposal droid, the instructions 


ports you fo another terminal. 
RADIOACTIVE CANISTER: th 
are whot you have to dispose of 


and a lot of hard work. On each of the eight 
levels the droid has to find a radioactive 
canister and get rid of it down a disposal SPOS jT thi 
chute, then Gnd a pass to take him to the , se ao an . recall aaa Balt robe i 
next level. To complete these tasks he has , eee ene Meet | TRANS-LEVEL TELEPORTER: wh 
to overcome several obstacles and avoid a ori ey Sere ee 

the menace of the alien creatures that roam 
the mining complex. Each level must be 


you've got o poss cord you c 
move between sections of 

mine using this. | 
CREDIT: lets you opera’ 
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The spring 
Sowered hero who 
fon leop screens 

of oa single bound 








teleporters. 


| Your woheric a) 
Sisposal 


Popo at See a fet Bir een a Beet dF 
pipet 2 A ee ee te he ate Erb? et 
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completed before the radioactive canister 


explodes and ends the game. 

The droid that you control can be 
moved around in any direction, but con- 
sumes fuel when it's thrusting upwards. It 
can carry one object at a time and has the 
vital ability to shoot marauding aliens. Fuel 
and laser power have to be replenished 
from time to tume otherwise the craft will be 
leit without uplit or defence. Control is in 
general fairly easy Dut you have to pay 
constant attention to movement and that's 
very Wearing. 

The rooms im the mine are attractive 
and colouriully drawn although some of 
them are quite bare. There's all sorts of 
mining equipment that's been left lying 
around to brighten up the view, Dut you 
won't have much time to admire it because 
the aliens materialise on every screen. 
These are also colourfully designed and 
after appearing start whizzing around 
screen, randomly bouncing off walls and 


objects. 







ora 





MAGNETIC LIFT: lifts the droid up 


o tube but won't let you trovel 
Bock down. 

FUEL CAN: replenishes fuel. IF you 
run out the croid can't go up. 
BATTERY: replenishes the droid's 
inser power 


















The ahens can be destroyed with your 
laser fire But after a few seconds they 
reappear. The threat they pose is a serious 
one because prolonged contact (about half 
a second) will cause the droid to explode 
and you to lose a hfe. You don't actually 
burp into the aliens but pass through them, 
so that if your droid accidentally moves 
along the same path as that taken by an 
alien it spells disaster — unless you have 
very quick reactions and can alter direction 
in time. 

This loss of life is a source of an- 
noyance because it's very much a matter of 
luck as to whether an alien takes the same 
course as the droid, and there are only 
three very precious lives. A better system 
would have been for the aliens to gradually 
drain the droid's energy, which he could 
then replace m the same manner as fuel 
and laser power. 

The puzzles are fairly straightforward 
because you can only carry one object ata 
ime. In most cases it's a chain reaction of 
using one object to get at another. The 
dificulty les in performing the actions in 
the right order, particularly where tele- 
porters are concerned. You need a credit 
(Coin) to use a teleporter, and there is only 
a limited number of these, so thal a wrong 
move May cost you the game. 

This makes a pleasing departure from 
Mikro-Gen's previous games but has their 
hallmark of excellent graphics and tough 
qameplay. The puzzle solving is easy to get 
into but completing the game is a tough 
proposition because of the constant threat 


Pn 


GRAPHICS preter 
SONICS g peereress's 
(GRAB FACTOR fob Groce. 
AA RATING [POM seen 


to your life. You'll keep plugging away 
trying to get that bit further and it's very 
rewarding to achieve success. 


BW 





Colourful screens and aliens. 

Testing action for the joystick and the 
brain. 
Nice features like the credit dispenser 
and magnetic lifts. 

Good control over the droid. 

Easy to get into bul tough to crack. 





ee 


- Life loss from aliens is annoying. 
One mistake can ruin a game. 


Tad 87% 


GRAB FACTOR Ee 


|| STAYING POWER Eta Seeeconncncco 
AA RATING Ecko peooes 
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TAU CETI: SPECIAL EDITION 





CAL. £14.95 disc, poystich with keys 


Of KeWS 


This epic space game is now out in an 

improved disc version, which looks pro- 

mising since the cassette version was 

Ravyed in our April issue. There's no real 

change to the gameplay but the present- 

ation and detail within the game has been 
considerably extended. 

The basic task is the same as that of the 
cassette version, namely to stop a deserted 
planet's robot defence systems by shutting 
down ite main reactor. To do this you have 
to collect rods from cities on the planet and 
put them together before inserting them 
into the reactor core. 


SECOND OPINION 
The original was a great game, buf the 
extras here give ifa whole new depth, 
The delay during disk access can get 
on your nerves, but that’s a small price 


to pay. In return you get itbraries fo 
consull, timevauits full of goodies, and 
suicidal odds af the nastier outposts. 
Well worth the extra cash. 

AW 


The rods are found in reactor subst- 
ations which can be docked with in your 
‘Skimmer spacecraft. This spends its time 

| skimming the planet surface from city to 
| city, blasting robot defences and trying to 
| stay alive. There are other buildings that 
you can dock with, including a new ad- 
dition in this version — the libraries. 
Libranes are found in all cities and 
contain timevaults which are opened by 
sclving a puzzle. Inside are various objects 
that may help your mission like super 
missiles, extra shields, radiation suits and a 
single jump drive. Libraries can also pro- 
vide plenty of useful information. Their data 
banks can give details on many of the 
features and background to the game; an 
identification chart helps you recognise all 
the planet features and a city map reveals 
the location of all the buildings. 





THEY SOLD A MILLION: 2| 


The Hit Squad, £9.95 cass, £14.95 disc 


iriie Hit Squad lenow whan they're onto a 
good thing so here's the second compil- 
ation of bestsellers, this time coming from 
| Ocean, US Gold, Ultimate and Psion. Once 
| again it's tremendous value for money, but 
it is more than a little disappointing that 


| products like this are coming out when the | 


Amstrad market still hasn't got together a 
charity product for Off the Hook, Soft Aid or 
any other worthy causes, 

The individual rating for each game 
may differ from their original rating, re- 
flecting the improving standard of Amstrad 
software since niey we were e first reviewed. 











Bruce Lee-&5% 

Ths martial arts and platiorm game was 
reviewed in Issue Two, where it got a Rave. 
It involves the legendary kung-fu hero in a 
20 sereen battle against an evil wizard, who 
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The city map reveals another new fea- 
ture on the game — the outposts. These are 
areas of each city that can only be reached 
using a single jump drive, and which con- 
tain some nasty surprises in the form of 
hordes of robots. 

Other areas in which the game has 
been improved are the graphics for the 
interiors of buildings, the presentation of 
menus and instructions at the start of the 
game and additional buildings and features 
like volcanoes and mora robots. 

The disc version certainly mmproves a 
good deal on the cassette and makes a 
great game even better. Worth a look even 





has set many nasty traps for you to negot- 
ate. Not only do you face plenty of tricky 
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6. 0 OD ners w.—s 
> Excellent graphics and menu 





> er covabat action against even 
more craft, 

® Very difficult long term task. 

® Puzzling and strategy add something 
extra, 

® Nice additional features like libraries 
and outposts. 





BOA D N SW § 
® Not very impressive sound. 





hazards, but two vicious oriental opponents 
as well. 

The screens are connected up in vari- 
ous ways that revoal themselves as Bruce | 
collects magic lanterns. These remove 
doors, open holes in the floor, reverse lifts 
and so on to allow further progress. some 
hazards have to be avoided by good timing | 
and jumping, while the two adversaries, 


| Yamo and Ninja, have to be avoided or 


fought. 
If Bruce makes it all the way he has the | 
pleasure of seeing the wizard explode. 








| There are some very pretty screens and | 


plenty of non-stop action that still make this 
an excellent game. 





SECOND OPINION 
Once again, a compuwation of classics 
rescued from oblivion Dy those 
awtully wealthy Hit Squad people. 
Good value for money it may be, but 
original if isn't. f you haven't got any 
|| ofthe games and don't mind the 
| sporting slant, they're certainly wort 
buying — but they are showing their 
age. 


AW 


Match Point-71% 

A very tough tennis simulation that's harder 
to beat than Ivan Lendl. You can play 
| against the computer or a human opponent 
on a 3D court, viewed from one end. The 
computer plays a very qood game, against 
which you'll need many hours of practice 
before you can even think of winning. 

A two player game is more fun and 
more competitive. The graphics are well 
done, the players are weil animated as they 
move around the court, but it is a slight 
disadvantage to be at the far end of the 
court. 


Match Day-81% 

Another fine sports simulation, this time set 
on the football field. It's played on a scrol- 
ling pitch with a goal at either end, on 
which you can battle a computer team or 
another player, either in one-off games or a 
full cup competition. 

It has all the features you'd expect: 
heading, throw-ins, goal kicks and corners, 
and plenty of options for changing colours, 
match length and skill. The computer oppeo- 
nent isn't too hard to beat, but it's best 
played as a two player game where excit- 
ing contests can develop with plenty of 
passing, dribbling and scoring. The 
graphic clash when players overlap is un- 
fortunate but obviously doesn’t affect the 
gameplay. 


| Knight Lore-86% 

| The now ageing Ultimate classic still stands 
|} up well to comparison with more recent 
| efforts. Its graphics are very colourless by 
| today's standards but the puzzle solving 
| and gameplay have lost none of their addlic- 
| tion and lasting challenge. It isn’! quite so 
| impressive because of more recent games 
like Batman and Get Dexter, but it would 
still get a Rave even today. 

The game takes place in a 128 room 
castle from which objects have to be re- 
covered by solving various puzzles, and 
then taken to a wizard’s cauldron. It's a 
very tough game with plenty of hazards 
and action. A grand old game that is surviv- 
ing the teat of time. 

BW 


e 2 Sones “ee ee 


> Two great sports simulations. 
» One classic arcade adventure. 


» One great combination of platform 
and combat game. 

» Great value for money. 

» Ideal buy if you haven't got any of the 
titles. 


SS ae Se 
> Compilations don’t speed the 
production of more original titles. 

» We still don’t have a compilation for 


| charity for the Amstrad. 


CLASSIC INVADERS 
Bubble Bus, £7.99 cass, £9.95 disk, joystick or 


keys 


It's hard to believe I know, but this really is 
a Version of that grand daddy of all com- 
puter games Space Invaders. Quite rightly 


it’s a budget title, but I get the sneaking — 


suspicion that there will be a fair number of 


| people keen to have a qo al this old classic. 


For those who have been lving im a 


| libetan monastery for the last few years 


and don't know what Invaders 1s, I'll give a 


| quick summary. You control a single shot 


laser base that can be moved left and nght 


| at the bottom of the screen. Above you 
| appear a phalanx of aliens who shuttle 
| across the screen. moving down and gett- 
ling faster every time they hit the edge. 

| Between the two forces are three shields 


that you can hide under. The aliens shoot at 
you and you shoot at the aliens — they 


always win but you've got to survive as 
| long as possible. 





SECOND OPINION 
Amazing, isn't it; you really wouldn't 
thunk anyone would have the nerve to 
produce this game. Ah well, luman 
nature never ceases to be miraculous 


and unfathomabje. The gamer Well, 
it's a reasonable version - slick almost. 
But that's no excuse. 


AW 


If you destroy one wave another 


materialises, lower and faster than before. 
The only other thing that appears is a 


Rows of aliens just 


| shou hit ere 





spaceship that whizzes across the top of the 
screen and can be shot for a bonus score. 


That's all there is to it but even today it | 

















| will stil get the adrenabn pumping and 
/needs good reflexes. The graphics are 


much more colourful than the original with 
some nice aliens and explosions. There are 
also some jolly little musical bursts thrown 
in and a hugh score table thal you can save 
for posterity. No prizes at all for originality, 
but if you're locking for nostalgia or a 
classic, mindless blast then you might want 
to shell out the few pennies for it. 


BW 





eT ae ee 
» Nice nostalgia trip. 

» Avery colourful and fast version. 

® Hasn't lost much of its addictivencss 
over the years. 


Cae « elk 
» Appallingly unoriginal. 

> The most mindless of games. 

» Even £3 seems a bit much. 





TOADRUNNER 


| Ariolasoft, £8.95 cass, joystick or keys 





It's hard to believe it from the title but this is 
an arcade adventure and not a version of 
Frogger. It may seem odd that the main 
character, played by you, is a toad, but 
then it seems only natural when you're 
trying to rescue a princess. Perhaps he'll 
turn into a prince al the enc —- don't you just 
love a happy ending. 

The game 1s set in a funny sort of 


landscape filed with odd looking plants, 


weird monsters and strange building struc- 
tures. The toad has to ‘slime’ (a horrible 


| sound cffect) his way around the screen, 
| with his bulbous belly bouncing up and 
| down. To start with the game area is quite 
limited - to escape into a wider arena 


you've gol to crack some very tough 


| problems. 


Toad has four pockets (odd things for 
an amphibian to have) in which he can 
carry the many objects found in the game. 
An object in the fourth pocket can be used 
under the right circumstances — for instance 
an axe can be waved around to try to hit 
something. 

On each screen a bug appears which 
drains old toady’s energy when it touches 
him. Other screens have larger monsters | 
which may also drain his energy but are 
more likely to kill him outright if they run | 
into him while following a movement! pat- 
tern. These patterns usually quard a screen 
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exit, so the monster has tc ba ramoved 
before you can get through. 

Getting rid of monsters is a major part 
of the game and to do it you need to have 
the right object. An axe obviously comes in 
handy — your only problem is finding out 
| which monsters to use it on. Trial and error 
is what's needed most of the time and this 
will cost you an awful lot of lives and games 
early on. 


| SECOND OPINION 
Revolting graphics and wretched 
sound ought to be enough for any 

| game, but the gameplay beats them 

| both. The use of objects is largely 
irrational, and those (triple exits are 


criminally stupid. if you really work af 
| it, there is more fo this game than 
|| meets tie eye - but nowhere near 
| enougs to be worth the effort. 
| AW 


Another source of death and frustration 
at the start are the ‘triple exits’. This is 
where there are three parallel exits from a 
screen but two result in the end of the 
game. A scenery feature indicates which is 
the safe route, but this has to be learnt by 
trial and error, isn't standard for different 
screens and will drive you up the wall until 
you ve worked it out. 

A later frustration is a thief who ap- 
pears on screen after a while and mailici- 
ously swaps objects around from locations 
you have visited. Once you've worked out 
his behaviour he shouldn't be too tough to 
cope with though. 

The game's main problem is that to 
start with there are too many difficult pro- 


blems. There are the triple exits, many | 
deaths and restarted games through trial | 
and error, and some obscure puzzles that | 
need many frustrating games to crack. A | * 
| alm is fairly simple 


much more friendly opening would have 
been appreciated because there's quite a 
good game size and many things to do. 

The game also suffers from annoying 
practical problems in picking up objects, 
using them, and in movement, which fur- 
ther damage first impressions. The 
graphics are quite pleasant, featuring some 
nicely drawn monsters, although many loc- 
ations look quite bare. The sound is disap- 
pointing with the incessant squelching 


noise of the toad quaranteed to get on your | 
nerves. A game that has quite a few tough | : 
| takes you on to face a new opponent who is 


problems and plenty to keep you going, 


but that will probably have lost its audience | 


long before they get to moat of them. 





St se: #8 EE Woe 


» Many locations and objects to find, 
> Some tough problems to work out. 


a Pes nh c€ w s 


> Triple exits are infuriating at first and 
take some while to work out. 
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» Picking ap objects can be difficult. 
» One mistake can end a game — very 
annoying. 

> Relies mostly on trial and error at 
firat, giving a bad first impression. 


ROCK’N WRESTLE 


Welbourne House, [9.95 cass, joystick or keys 





There's certainly plenty of wrestle in this 
latest in the line of combat games, but 
there's absolutely no rock at all. The wres- 
thng is very different from previous at- 
tempts at combat games because it has a 
large variety of moves and takes place in 
3D. Those aren't just advertising claims to 
hype the game, but whether they make a 
qood game is another matter. 


SECOND OPINION 
If you find the game confusing at first, 
don't worry — if isn't just you. Thus one 
really takes some practice, and that 3D 
just makes things worse. Whether it's 
worth al! that effort is another matter. 


Beat the computer opponents once, 
and [ doubt you'll want fo play the 
game again. 


AW 


The action all takes place in one wres- 
ling ring where you can either take on the 
world's top ten wrestlers as Gorgeous 
Greg, or you can battle with another player 
to see who can inflict the most bruises. The 
to pin your opponent 
to the canvas for a count of three. Achieving 
it is a lot tougher Decause there are over 20 
moves that can be performed and the 
computer opponents are quite skilfu) in 
their use of them. 

Against the computer you have to 
battle past the 10 opponents, most of whom 


| ate insulting racial stereotypes in the same 


vein as those in Frank Bruno's Boxing. Each 
one has to be pinned to the Door within a 
three minute time limit without letting them 


| pin you, otherwise you lose the bout. A win 


more skilful and powerful, until finally you 
challenge the world champion. 

The screen shows the ring with a 
crowd around it, and at the bottom of the 
screen are strength gauges for the two 
wrestlers. These don't determine the result 
of a bout but they do affect the wrestler's 
ability and recovery in some moves 

Most tussles are opened with a bit of 
softening up by both men using kicks, lifted 
knees and forearm jolts. The next step is for 
one of the fighters to qrab the other, and 
from then on there are many different 
moves that can be performed. Most of these 
depend on whether you grab the man from 
the front, side or back, and at first can be 
difficult to string together successfully. 

The confusing thing about most of the 
moves is the 3D nature of the game. Each 


| move is performed by pushing the joystick 





Some nice 
animation but it's 
no! always clear 
what the wrestlers 
ore wp to 


or a key in a particular direction. The 
problem is that the directions change as the 
wrestlar turns around the ring, and you 
need to pause im certain circumstances to 
work oul exactly where you need to move 
the joystick next. Practice brings more 
familiarity, but you'll need plenty before 
being fully skilled. 

When your opponent is on the floor he 
can be pinned down. If he has enough 
strength he may be able to throw you off; 


| this depends on how much strength he has 


left. Many of the moves may cet the man on 
the floor but the follow up is always crucial. 

There are too many moves for us to tell 
you about all of them but amongst the more 
spectacular are the turnbuckle fly, m which 
you leap off the ring posts: the pile driver, 
in which you drop your opponent head first 
on the canvas; and the aeroplane spin, in 
Which you whizz your opponent around 
before slammung him to the floor. | 

The graphics are very well worked to | 
produce the 3D effect, but it's often difficult 
to tell exactly what's going on. Not only is | 
there a lack of rock but what sound there is 
is hopeless. The fght action has a fair bit of 


| depth, with some interesting manceuvres 


being possible after some practice. These 
are most fun with the two player option 
though, because the computer opponents 
can be beaten in a fairly predictable man- 


| ner. It's certainly a very clever and de- 


tailed production but lacks really gripping 


| gameplay and excitement. 





BW 
a a a 
» True 3D action in the ring. 
» Large variety of moves. 
| » Impressive animation for some 
|} moves. 
Ee as: CS 
> Computer opponents are fairly 
predictable. 
» Virtually no sound at all, never mind 
any rock. 
» Gameplay may be clever and detailed 
but it isn't very exciting. 
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OF THE PEOPLE 


All of the regulars are back again this month with 


messrs Masterson, O'Connell, Hughes and Connelly 
monopolising the postbag again. They are hogging the 


limelight with their brickbats and bouquets. However 


there are plenty mpre of you with something to say — 
you can’t possibly agree with us all the time. 
Bafman and Bownder both come in for consider- 


with pistols at dawn (but | warn you, Bob is a mean 


| Shot!). Send your comments on the back of a postcard | 


|} arcade game with good scrol- | 


or stuck down envelope to: Voice of the People, 
Amstrad Action, The Old Barn, Somerton, Somersel 


TAT! SAH. 


BOUNDER 

Gremlin Graphics 

AA Rating 92% 
Brilliant! This is easily the most 
addictive game I've played in a 
long while. The gameplay is 


highly original and the graphics 
are excellent. If you are even 


remotely interested in arcade | 


games — buy this!! 
Gerry Hughes, Cranleigh 


This was well worth the ac- | 


Wade certainly knows a greal 
game when he sees one. The 
graphics are absolutely brilliant 
and the tune may even make the 


top 30. But it's just the sheer | 
addictiveness that makes the | 
game great. It is pure torture | 


and you just keep coming back 
for more. Once you start 


playing you won't be able to | 
| stop. This game is bound'ter 


keep you up to the small hours 


| of the morning (Sorry). 
| Richard Connelly, Crofton 


ROCK'N WRESTLE 
Melbourne House 
AA Rating 58% 


at a wrestling simulation, but not 
up to the standard set by 
programs like Fist and Yie Ar 
Kung Fu. Nevertheless if you 
enjoy ‘beat-em-ups it's well 
worth a look. 

Gerry Hughes, Cranleigh 


To start off with this game is | 
| wrongly ttled. It should be 





no rock. As for the rest of the 
game, the graphics are alright 
and animation ws very good. 
Gameplay is also reasonable. 
All in all a good game that lacks 
some ROCE. 
Simon O'Connell, Sidcup 





MONTY ON THE RUN 


Gremlin Graphics 


AA Rating 65% 
This follow up to Way of the | 
Exploding Fist is a good attempt | 


a jet pack and a C5? 1 don't think 


so. | suspect Bob didn't get very | 
| far into the game? In short this | 


game is fantastic! 
Simon O'Connell, Sidcup 


The first thing -that hits you 





ood ed ge eee ee 


about this game is the pheno- 
menal music by Rob Hubbard. 
Will it be bettered? Apart from 
that the gameplay is also excell- 
ent. I can't see why AA didn't 
like it. 

Emmet Masterson, Sidcup 


COMMANDO 
Elite 
AA Rating 76% 


After playing this on a Spectrum 
] was in no way disappointed 
with this version. It has qood 
graphics, great scrolling, great 


| music and very tough gameplay 
able praise but the dynamic duo from Sidcup really | 
sock it fo us over Monty on the Run. If you want to get | 
in on the act then don't delay, send us your views on | 
| all the latest games you can get your hands on. All 
| arguments will be settled in a gentlemanly manner 


that make this a must for every 


shoot-em-up fan. My only groan | 
You can lose all | 


is frustration. 
your lives in just one spot. 
Overall a great game. 


| Mark Baron, Poole 


This is a good rendition of the 


ling, graphics, gameplay and 


| sound. The worst thing about it 
| is that when you run across the 


| runway the game loses a lot of 
called Wrestle, because there is 


speed. Overall an excellent 
shoot-em-up. 


| Emmet Masterson, Sidcup 


Forget Rambo, forget WDW IT - 


buy Conumando. It is absolutely 
brilliant. The graphics are far 


superior to any other game of 
(this kind and puts them to | 


shame. Your character is a real 
mean piece of work who prides 
his ability in murdering hordes 
of enemy scum. He is well 
equipped for the job with a 
mean gun and grenades too. 
The sound is wonderful with a 


|Teally atmosphenc tune. The 


game is exceptionally tough as 
your man seems to be taking on 


the whole of Europe, but he’s 


more than man enough to cope 
with it and return a glorious 
hero. 

Richard Connelly, Crofton 


WINTER GAMES 


| US Gold/Epyx 


| AA Rating 90% 

| This is most definitely the best 
| sports simulation to grace the 
| Amstrad's screen. The events 
| are all brilhant and require skill 
| rather than severe waggling. 
This is one game where | must | 
disagree with Bob Wade. Of | 
| course the music is incredible, | 
| Dut it is not just another platform | 
game. Has [SW got teleporters, | 


The backdrop scenery is good 
enough to go on a postcard and 
the actual animation is brilliant 
too. For those who fancy them- 
selves as Torvill and Dean there 
is skating, those who prefer the 
dangerous sports have ski- 
jumping, hot dog and bobsled, 
while for those who just want to 
get knackered there's speed 


| skating and the killer biathlon. 
My only moan is that the cass- 











ette loading is annoying, so do 


yourself a favour and beg, bor- 
|Trow or steal a disc drive and 


treat yourself to a great game. 


STARQUAKE 
Bubble Bus 

AA Rating 80% 
Get tus game! It has fabulous | 
music and sound effects, amaz- 
ing graphics and great game- 
play. It is very addictive and | 
well worth £8.95. I would will- | 
ingly sell my Amstrad to buy 
this game! It is ace. 

Simon Cuddeford, Kenilworth 


BATMAN 


Ocean 


AA Rating 93% 
This game looks like another 
Ultimate clone, but that as far 
as the similarities go. Batman is 
extremely easy to get into and 
you'll keep coming back for 
more, Colour is used brilliantly, 
so much better.than a one or 
two colour Ultimate game. The | 
tune foo is a good rendition of 
Although the game is very 


| @asy to get into some of the 


puzzles are really clever, but 


| with a little experimentation you | 
| should be able to start to save | 
| Gotham City. 


I must admit | | 
haven't got very far but I'm 
certainly going to keep on | 
trying. It's that sort of game, a 


| real challenge. [| do have one 
| quibble - where's Robin? 


This game really is good. Great 
graphics in great colour and 
marvellous animation. The 
gameplay is also great - just the 


| right difficulty. The only thing 


wrong 1s the totally naff music. 
Ocean don't seem to be able to 
write music eg NOMAD, Rambo 
and now Batman. 

simon O'Connell, Sidcup 
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Ever fancied yourself behind a sulty Florida bar, 
casually mixing-a Tequila Sunrise for the tall, dark 
stranger languishing against the counter? This could 
be your chance. 

No, I'm afraid we're not giving away a holiday 
For two in the States. However we are giving you the 
chance fo come up with some new cocktails for that 
stranger. What would you have on offer? 


You can combine any liquids that you want, though please 
make sure it’s not poisonous — otherwise we'll make you 
drink it! You can use as many ingredients as you want too, 
including herbs and spices, but remember that some of the 
best cocktails ever are made of very simple recipes. 
Suggestions as to the type of vessel best suited for 
consuming your masterpiece will be taken inte consider- 
ation too, as will suggestions for the ideal setting for 
consumption. If you want to illustrate your conception, to 
get us in the mood as it were, it all counts! The competition 
will be judged by us, and the Editor's decision is final 


(provided he’s sober enough to make it!) 


PRIZES 

Firebird are giving away 15 great Harvey Headbanger 
Hats, the very latest on the fashion scene, to the top 
entries. Just the thing if you want to make an 
impression! And for the top five entries, there will be a 


copy of Harvey Headbanger the game as well. This > ae . | | Competition entries 

AA Rave, reviewed on page 44 of this issue, Is F The closing date is Friday July 
possibly the best to come out of their ‘Silver Range’ so | LA! | | 18th. Entries should be in an 
far. At £1.99 it’s a snip — for free it's out of this world! Pe“ if envelope addressed to: Head- 


banger Competition, The Old 
Barn, Somerton, Somerset 
TAl1l1 TPS. 


7272222222222222 
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a teagame or onsormor player Whe sil one will 
k's Revenge is available now trom software dealers ¢ i 
Upper st. Marin’ Lane, LONDON WC2H 901. 





| Pigs, ES = st of the P Path are Satin’, eal 
for coke this month the Cote Crusader takes value 


news of six new hb 


brings you Bs 
zanines. Eeoul 9, Firebird. CRL — they're all fluffing out F? 


their feathers and desperately trying to attract your hard- 
learned cask, so beware! As 
software houses into action, which game should you go 


8d - rod the ef andthe National Health specs... 


PRICE OF MAGIK 
Level § Computing, £5.95 cass 


. Pugs. Here be the latest from Level 9, 
featuring ior he second ime their new adventure system but 
with added sparkle anc extra features. It's top of the list this 
month in terms of size, originality, and chart-topping challenge. 

Just in case you hadn't cwieged, Level 9 are now boasting 
1000 word vecabularies on all their new releases, thanks to 
their new compression methods (giving over 50 per cent 
reduction). The parsers are also far more effective, allowing 
inputs like “Take all except the boozlbug, the byms, and the 
bantam, then go and kill the slug’. The graphics and text 
now print slumltaneously too, so you can interrupt the picture- 
drawing to move on to another location without having to hang 
around while the scene unfolds. 

The effect of these innovations, already featured in Worm in 
Paradise, is to make the games vastly easier and far less tiring 
to play if you sit at the screen for hours on end. In addition, with 
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turing scene for quite some time now, ever since they first 
really gripped the punter’s imagination in The Hobbit. In some 
games, for example Suspect by Infocom, the interactive charac- 
ter has become a whole game in itself, but this requires large 
amounts of memory or disc storage, so on tape-based games 
the characters are necessarily rather limited. 

In POM there are various baddies to contend with. Some 
just attack you malevolently, while others can be communicated 
with if you have the right questions or commands to give. 
Commands are given simply by prefixing your input with the 
name of the creature, folowed by a comma - e.g. WEREWOLF, 
EAT BREAKFAST. Quote marks are not required. 











So there you have the raw bones of the program. The actual 
plot is a sequel to the very popular game Red Moon, which got 
the ‘Adventure of the Year’ award last year. Level 9 have 
always seemed more at home in the world of magik than the 
world of Mi-tech and the Pilg ws glad to see them concentrating 
on this area once again. In POM the Red Moon crystal is 
controlled by Myglar, who is using it to supplement his own life- 
energy rather than for the qood of the people. Your task is to 
supplant Myglar and re-establish the benign influence of the 
crystal 


POM, Level 3 have imtreduced three more significant 
developments 
The rst two involve a commands, which are most 
heipful to she beleaguered Fiugrim. RAM SAVE and RAM 
RESTORE wil save your game to memory instantly, so that you 
can instanuy rest a previous position. However I was 
disappointed to find out that they would not work once you'd 
died, sO saving to tape us snll recommended every now and 
then. The OOPS command enables you to go back one move, 
useful if you've ust regretted joiuung battle with a giant slug. 
Again, you can't use it fo get out of terminal situations. 
The fnal new cevelopment in POM is the introduction of 
‘independent characters’. These have been around the adven- 


ae 
Ore 


As plots go, this one isn't the most original of Level 5's 
efforts. However, the game itself is somewhat different in being 
almost exclusively about magik. Most of the objects in the 
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> deddle by any means. There are 18 gpelis that you will have to 
Master in order to outwit Myglar. and at the begin 
game you don't even know. how to Cast a a spell, let alone where er 

= Sick find one or what to use it for. | 
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ae However, after much exploration of the House of the Red 
: Moon, in whose namaead rooms oe adventure takes = you 





begin to uncover meaningful inscriptions that will enable you to 
commence your magikal career. Most spells take the form of 
brief words that are inscribed in hidden places, and all require 
an object to act as a ‘focus’ for the spell before it will work. 

The presence of. magik or magikal objects is indicated in 
the program with the message ‘Your sanity is shaken’. This 
refers to the title of the program, which derives from Pete 
Austin’s belief that, m reality, magikal expertise can only 
increase at the price of one’s sarty. You start the game with a 
sanity tating of 100 per cent and steadily sink deeper and 
deeper into mental confusion as your prowess a3 4 magician 
grows. 

You also grow older during the game far more rapidly than 
any doctor would recommend. You can avoid sinking into your 
‘grave before your time by touching a certain object, but I'll 
leave it up to you to find out which one. Age isn't your only 
problem either. The program gives you a stamina rating and 
this receives a severe beating every time you indulge in 
combat with a rattling skeleton, giant slug, or whatever happens 
to be blocking your path. 

There are over two hundred locations, all with graphics. 
The graphics aren't much cop I'm afraid, but perhaps this is just 
“a matter of personal taste. Certainly the Pilg has never made a 
secret of his dislike of Level 9’s graphical style, but others are 
free to disagree. 1 fmd it rather lacking in definition and in POM 
l even felt that some of the pictures were misleading. One, for 
@xample, clearly shows a stairway leading down when there is 
- in fact not one present in that location. 

However, this game seems certain to keep even the most 
astute Pilgrims busy for quite some time. ] plugged away for 
several hours and still hadn't uncovered more than half the 
locations, and the use of magik is a hard one to crack - I've 
currently got only three of the eighteen spells under my belt. 

The game definitely has a different flavour to that of most 
previous leve) 9 releases because of the independent charac- 
“ters. For the most part they exhibit satisfyingly varied ‘actions’ 
which give a greater ilusion of reality. However, they do affect 
the style of the game - you'll find that the most tricky puzzles 
tend to centre around how to deal with people or animals. The 
locations and objects aren't all that hard to find, but gaining 
access to them is difficult. All this makes for a slightly new style 
of adventure from a company we have all come to admire. It will 
leave you £9.95 B asrinal but a richer Pilgrim in all other 
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: SEABASE DELTA. 





‘be put off by price however, my fellow Pilgs, for this is no | 


flathsh - it's @ great lithe wriggier that will give many a full- 
priced game.a good run for its money. 

Seabase Delta is a sequel to Subsunk (already reviewed by 
the Pilg) but you don’t need any familiarity with the earlier 
program to‘enjoy if as much as | did. It's a Quilled + Dlustrated 
game thal boasts some excellent graphics, a | reasonable 
vocabulary, some ticky but adimurably logical oles, and one 
or two ingenious touches. 

Seabase Delta is the underwater headquarters of a gang of 
baddies who have just succumbed to some nameless disease, 
leaving you with an (almost) free run of the base. They've also 
left you with the teensy-weensy problem of a noclear warhead 
to dispose of, and of course, the problem of escape afterwards. 

The base is built around a number of different substations 
joined by a mum-train network. You hop into a vehicle, insert 
your security card, and whizz off to the next station. All this is 
very well done using The Quill, with sound effects and dramatic 
pauses, though at times the pauses threatened to slip from 
drama into tedium — a not uncommon Quill charactenstic. 

There aren't that many locations, but then you don't expect 
all that many for £1.99. There are however a reasonable 
number of puzzles — enough to keep you busy for a day or two 
at least depending on your powers of mtuttion. The graphics 
are excellent though they tend to redraw rather too frequently, 








for example whenever you uncover a new object by searching 
a room. This holds things up a bat, but ts entirely forgiveable 
because the pictures draw quickly, and are an added bonus 
given their quality and the qame's price 

Seabase Delta isn’t goimg to keep you goimg for anything 
like as long as a game like Price of Magik, but then it's in an 
entirely different league — and in the budget league it comes out 
very near the top. 


ROBIN OF SHEFF 
CRL, £7.95 cass 





In this inimitable spoof, Robm finds himself confronted with a 
dead Doctor Watson, a chastity-belied Maman, and Hurn the 
Hunter gone haywire in the Fricd Squirre! Bar. There is also an 
exploding Friar Gorbachemik, a railway network that bears 
uneasy resemblance to the one in Sherlock, and a series of 


Sherwood Forest graphics that look depressingly, and offen 
hilariously, familiar. 


excellent satirical adventures at the moment. They've taken on 
Si Brides (see below) with the Very Big Cave Adventure, 
they've assaulted us with Bored of the Rings, and now they're 
setting us sleuthing in Sherwood Forest. For these of you who 


enjoy a good laugh, this game comes out very near the top in 


We now descend to the very depths of the ocean, where we : 
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locations to explore. You can move, between. any of the parts at. 


fates a 


use in the next section each time. 

What makes the game so amusing is the way elements of 
both Robin of Sherwood (an overratec game if ever there was 
one} and Sherlock have been twisted into one idiotic scenario. 
Wandering through Sherwood forest it comes as something of a 
shock to stumble across a British Rail ticket office, but taking a 
trip to Huddersfield is every bit as exciting and challenging as it 
was in the original Melbourne House program. You can also 
visit the convent, Hurn’s shed (one of many), the Smurph’s 
village, and a large number of other equally absurd locations. 

There are also some ingenious mimickings of other fea- 
tures of this program's supposedly more illustrious forbears. 
The ‘Talk to’ feature of Sheriock, which you used to question 
suspects, has been excellently Quilled into the qame with often 
hilarious results. First you type ‘Talk to (name of person)’ and 
then proceed with your questions. In fact, for a Quilled game, 
the parser appears extraordinarily flexible and the vocabulary 
doesn't let you down as often as you might expect. 

50 1f you fancy a game written by the authors of Bored of the 
Kings with the aid of ‘an elephant gun and an articulated lorry’, 
that features lamps stolen from the Nottingham Holiday Inn, the 
sucden falling of day and night, and a misbehaving H.T Hunter. 
then:this is for you, my fellow Pilgs. Your Cowled Crusader has 
a reputation for being a bit hard to please when it comes to 
comic adventures, but here we undoubtedly have a game that is 
both consistent in its own illogical way and genuinely funny. 


THE LOST PHIRIOUS - Part 2 
Vidipix, £2.50 cass 


Persistent readers of the Pilg may remember a couple of 
months back a review of the first part of this trilogy from 
Vidipix. It didn't get first-class ratings because I felt that it was 
rather too easy, and that the puzzles themselves were slightly 
illogical, 
| Well, Vidipix have got the guts to persevere, which they’ ve 
demonstrated by sending me the second game in the series, I'm 
glad to say that the Pilg found it quite an improvement on Part 
One, 


secure the necessary materials to build yourself a space-ship in 
which you can proceed with the rest of your mission. In case 
you missed the last review, this entails the salvage of a lost 
Space-ship called the Phirious, believed to have been carrying 
- a valuable cargo. 
eee Phirious is a Quilled game without graphics. I was interes- 
~ ted to see thal the authors intend to produce the third part of the 
“series using GAC, which is perhaps just as well because I don’t 
feel that they have really squeezed the best out of The Quill in 
~ this-cage. Games like Bored of the Rings really demonstrate the 
ex =— of Sion utility, but Phirious belongs to the rather 
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there are no. graphics | the. AbsieEDHEr®, is maintained fo a 
credible degree. poate 

‘There are still, I feel, certain weak points in the programm:- 
ing: For example, there's a robot who will carry heavy items for 
you, but you can’t communicate with it. in order to use it, you 
just pick the rebot up ‘lifficult, | would have thought, unless 
you're possessed of superhuman strength) and from then on 
you can move enormous loads. Similarly, there's a door in one 
room, clearly stated as being to the east of you, that you can't 
enter without a certain object. However, even carrying the 
object you have to-GO DOOR to pass through, rather than go E 
or OPEN it, both of which you might reasonably expect, but 
neither of which you can do. Solving little problems like this 
takes rather a lot of time, and sometimes guessing the correct 
solution isn’! enough — you have to grapple with the parser as 
well. 

My other criticism is that not enough of the objects yield 
further descnptions when EXAMINED. In one case this is critical 

there's a reception pad im the first location, but examining it 
reveals nothing about il. In fact, it's the sort of pad you have to 
write on — a very difficult conclusion to reach without a hint 
sheet. 

The Planets costs £2.50 from Vidipix at 125 Occupation 
Road, Corby, Northants, NNif iEG. It's not the best value 
budget release around, but it's an improvement on its prede- 
cessor and | hope that Part Three shows a similar advance in 
style and techniques, 


THE VERY BIG CAVE ADVENTURE 
CRL, £7.95 cags 


The Pilg’s first reaction on seeing this release was ‘It's been 
done before’. You see, it's such an obvious idea once you think 
of it: to parody the Great Orginal itself. But the fact is that no- 
one has ever done it before! So full marks to St Brides for 





trampling over anita of our sacred cows, and thank you to 


CRL for putting it before the public, 

The Very Big Cave Adventure is actually a very serious 
academic look at the Colossal Cave Adventure, first pro- 
grammed by Crowther and Woods using 170K of Fortran code 
on a mainframe computer. The game has already been the 
subject of much in-depth study by many adventurers, but now 
St Brides have taken the ingenious step of actually providing 
you with a guide to the caves, Trixie Trinian, who takes you by 
the hand and leads you through the adventure. 

Trixie certainly knows her stuff. She takes you first to the 
little brick shereshieas by the stream, where eu find your wellies, 
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keys, and other assorted items for the forthcoming journey. Ii 
you try to carry too much, she politely makes this clear to you 
(You're carrying too much already, wimp’) and she is of great 
help with the bull that appears to be reluctant to let you down 
into the caves. 

Certain of the underground caverns have not, in the Pilg's 
opinion, been given the airing they deserve, but St Brides have 
changed all that. The Space Invader Room, for example, is 
given a new and definitive treatment — most adventurers will 
hever have seen it before, but here it is in horrible technicolour 
— you can move left, right, and fire. 

At its worst The Very Big Cave Adventure is so bad it’s 
funny; and at its best it's hysterical. It's certainly worth every 
penny of £7.95. The graphics are excellent and the text 
descriptions are almost up to the standard of the original. I'll 
leave you with this brief extract from the beginning of the game, 
where the bull won't let you pass: “Are you still there?" roars 
the bull quarding the quily. “No”, you reply, whereupon he lets 
you through because, you see, he’s GULLY-BULL. 


QOR 
Maltdale Ltd, price TBA 


And now for the last in this month's selection of nouveaux 
gamettes. QOR is from Maltdale Lid, a company who I must 
confess 1 haven't come across before. QOR is their first game, 
written using GAC and launched at the June Amstrad show. 

QOR features one Joe Steam who has been assigned 
theperilous taks of penetrating the planet of the title and 
checking out a vast computer complex that the authorities 
suspect is being used for hostle purposes. Joe is smuqaled 
aboard a ship in disguise and must keep a low profile before 
stealing a ship himself to invetiqate the situation. 
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To The Pilgrim. 


My favourite three adventures are 
1, Game: 


Company: 











2. Game: 
Company: . , 
3, Game:. 
Company: . 


My reasons for putting game 
number one above as first choice 
are 

















If I'm a lucky Pilgrim and win a 
free game, | should hke to rece- 
Ive a copy of: 


My addressis(BLOCK CAPITALS 
ONLY): 


This was a frustrating qame because much ‘of it was truly 
original in presentation. The author, Steve Baker, has come up 
with a number of imaqinative terms, phrases, and objects to 
give the impression of someone living in the 2)st century. The 
graphics are also, occasionally, excellent but the overall im- 
pression of the game is one of extreme unevenness. One 
moment I was impressed by an imaqinative turn of phrase or 
preity picture, the next I was let down by some appalling 
spelling-muistake, or a tattily designed screen. 

There are also other rather more serious criticisms. The 
game features a reasonable number of locations, of which 
almost all are illustrated, but there aren't a huge number of 
objects and those that are there often yleld little mformaton 
when examined. Giving objects even a brief message of 
description helps to keep the atmosphere going in a game and 
avoid a feeling of frustration, which this game eventually fails to 
do away with. 

At the time of writing Maltdale hadn't fxed a price for the 
game. Adventurers are growing steadily more choosy these 
days, and if you can get a game as good as Robin of Sherlock for 
£7.95, then new entries into the market have to watch both their 
quality control and their pricing very carefully. QOR needs 
tidying up on-screen at least before attempting to survive at any 
price over five pounds. 





























Aimosphere Interacton Challenge AA-Rating 


| Price of Magik 85% 88% 88, 85% 
Robin of Sherlock 16% 15% 1T% 71% 

| Seabase Delta 15% 65% 72% 85% 
Very Biq Cave Adventure 79%. Ta 17% 16% 
QOR 68 63% 61% See note 

| The Planets 62% 50a 63% 59 
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Here we go with this month's 
Readers’ Adventures Chart. Each 
month the Pilg receives sackfulls of votes for this popular 
feature, and of course there's the chance to win a free game if 
your vote is picke out of the bag by the dexterous Pilg. 

This month Ked Moon, popular as ever, was voted into first 
place. What's interesting, however, is that several old titles 
(Hobbit, Colossal Adventure) are once again poking their heads 
up. This just goes to prove that old adventures never die — they 
just wander in and out of the charts. 

This month's lucky Pilg is Paul Martin of Warley, who receives a 
free copy of The Never-Ending Story. It's on its way, Paul - 
hope you enjoy it as much as I! did. 

















1 Red Moon Level 9 

2 The Hobbit Melbourne House 
3 Return to Eden Level 9 

4 Heroes of Karn Interceptor 
5 Lord of the Rings Melbourne House 

6 Never Ending Story Ocean 
i Marsport Gargoyle : 
8 Fantasia Diamond Hewson Consultants | 
§ Warlord Interceptor 

10 Colossal Adventure Level9 
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Ss lgrim 
na with The Pi 

sa com = k into this month's clue 

dventurer's Blues, then 


OK Pilgs, clear the heads and get ee 
) pot. If you're suffering from a case © 
the answer may be below 
tips for your fellow adven , 
for inclusion in this column: 
help next month... 


Never Ending Story 

A rope proves useful to 
> wall. 8 MG 

andi a coin without hesitation near the wraith 

SubSunk 

Plunge that 

Wear the strainer 


basin and spill acid on rust 
for head protection 


1 Warlora | 
|} Do not release the wild ox 


Mindshadow 
Go fishing for news at the pier 


> Think ‘Tycoon’ in the restroom 


Seabase Delta | 
Stick the button in the lift with gum 


You'll have to make some 
| s clue or turn on the hi-fi. 


The Hobbit 
| Wargs can be kil 
Put all objects back w 


percentage. 


led with swords 


Price of Magik - 
Casting DOW can stop y 
Use he galt to get past the giant slug 





The Pilg gets frequent mail 


‘Claimed to offer a partial so-- 
_ lution. “T wonder if I can help — 
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mm he dys wet. Phe geqeed lew Dred bees sfoked thir ddiuets 

#! dangerous locations of Adventureland, ane mone the W 
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are witling ie help Wiw wrisrratly lot out of vow biaaleles. 
Mecwirr ¢ TEL Dery’ i rip! flies mi lw ivy alii ii 
esl, feo coll theron ert fly hare odfer 4, f Aperi 
the cermings, becase ij trey neon! ier bere Mew’ ie brew an fisrerl a rnry 
On their oug aicdent — ws tap vewr alk to piamoble hoarse 


Aur <Fepadel worse pay urn 


Return jo Eden, Red Moon, Worm ip Paradise, Erik the V: ieirvcy, 
The Hobbit, Never Ending Story, Neroes of Karn, Bored of the 
Aings, Te NTerolnos plua limited he Ip on Jte Sage from 
Andromeda, Va Flared, Rabin ai ahenrood, Lard af the Bin 7s 
Kevin McGanghey, 134 igh Doanaghadeo Road, Bangor, NI. 
BT20 4H Tel: 0247 452800 


Cojossal Adventure, Forest at the Worlds End 
Alex Aird, 139 Bromford Road. Hodge Hill, Birmingham, B36 
BHR Tel: 021] 327 5046 


Jewels of Babylon, Forest at the Worlds End. Message Frou 
Andromeda, Mindshadow Pius limited help on Ked Moon, 
Classic Advoniure, Sear of Bioad, Warlord. Bored of the BP: nays, 
Mordons Quest, Terrormoilinos, Heroes of Karn 

David Lincoln, 35 wainbeck Avenue, Meanwood, Loeda LST 
BOT 


i 


_ And if you're Drumm th me 
turers, why not send them to the Pilg = 
After all, it may be YOU who needs [- 


find the pouch — just hang it up above 


thing with the barrel - 


here they came from 


from being blown up 






They say that the weetgctbe | 
is wrong and use of it will cause 
the game to crash. Their so 
luton is sumple — do not use the 
word DO.” Sounds interesting, 


| Dy the letters I've had. 


Anyone else got any tips on 
avoiding Hobbit arabes? 
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= ans Gomkare Bar Gi 19 Holli 
Way, Wigan, WN 6LS. 


really made me laugh. 


about the bugs ii both The Heb- Simon, though I can't help but they write, ‘and before that we 
Bit and Lord of the Rings, but a think that there must be quite a were playing Forest af the 
letter arrived this month which ee ee World's End. We saved the tape | 


Hobb, if, Sored of the Aings Mossage fram Andrameda, Fore at 
the Worlds End, Warlord, Castle Blackstar, Lords of Midnight 
Anthony Collins, 17 Larch House, 37 Shawedale Road. Rromford 
Birmingham, B36 3DG 


All games 
Rusty Blade Helpline, 1 High Street, Ulceby, South Humberside. 
DN33 6TG 


fowels of Babylon 
Jonathan Williams. | 16 Weatmead Road, Sutton, Surre y, 5M 4JH 


Forast atthe Warlda Pad 
Raymond O'Neill, 7 Ardqlas, Dundrum, Dublin 14. Fire 


AU Level § games, Al! Interc iplor Games, Ship of Doom, Inca 
Curse, fspronage leland, Mordan's Ouest 
Peter Brown, 57 Kopurs Avenue, Chingford, F4 6G 


Al/ Games 
Tony Treadwell, 17 Headley Way, Headington, Oxford. OK3 
OLR Tel: 0865 66697 


Mordons Cues, Classic Adventure, and others 

Mimothy Gurney, 10 Garwyn Avenue, Roudnwood, Meliden, 
Prestatyn, Cheryl, LL BLR (Penpals algce ‘ay ai tanl male or 
feirwala) 


your babel fish, ‘aren't yout) 

is eat Winatentey, of Lords te = 
fame, writes’ of ‘his 
“experiences. as a Lord, and _ 
omakes one or two points which I aa 
- think are worth repeating. boat id 


“The problem is that those writ- sf 
-) dag “Tm stuck on adventure x — és 
help’ often give me noideaasto 
_ where they are stuck. It would 
if those seeking - 
help include with their plea a 
tesume of objects found and — 
problems solved, perhaps: algo. 
the farthest location reached. I, 
don't want to spoil anyone's fun 
_- By giving away answers to pro- __ 
 Blems not yet reached. Could | 
3 you ask seekers to help us help 


Pat then goes on to ask if any 
readers are interested in setting 
up a GAC users group for 
shaitng tips, probiems, play- 
| ‘testing, and general comparing 
Of notes. This. sounds like an: 
excellent idea, Pat, and I Buc 
gest that you also mention it to 
sissies themselves. In the 


Finally, this letter from Colin 
Parker amd Broce Wharram 


were playing Heroes of Earn.” 


of that and then loaded it back a 
into Heroes of Karn. We then. 
typed I to see what we were | 











for x 3 what you'd ge AS you. a1 jaded 
aved version of Lord of the 
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farlord Herccs 


s of Karn, Forest af the Worlds ind, Moasage 
from Andromeda, Mindshadeaw, Lords of Time 

anon Marshall, 23 Springfield Way, Stecktan Lane. York, YOR 
SHIN 


snowball, Return fo Eden, The Worn in Paradise, Emerald tale, 
fed Moon, Hobbit, Dun Darach, Warlord, Message fram Andro 
meds, GChasie Adventure, Lords of Midmght, King of Darknene, 
Never Ending Stary, Draqontorc, Souls of Darkey), Presper: 
Velcane 

The Pancotts, sy Radipole Lane, Weymouth, Dorse!, DT4 SRS 
Tel: 0905 76415 


Colossal Adventure, Forest at the Worlds End. Red Moon 
Robert Shepherd, 4 Trusthorpe Road, Sutton-on-Sea, L trata, 
LNL2 2LT 


The Hobbit, Subsunk, Message from Andromeca, Red Moan, 
Worm in Paradise, Wise & Foo! of Arnaid Hackhwood, 

Srawn Free, Trial of Arnold Blaciwacd Cremiins 

Mire Pat Winetanley, 13 Hollington Way Wigan, WWNG 6Ls 


Mindshadow, Moasage from Andromeda 
Len James, 37 Northway, Lymm, Choshire, WAIS 9AT 

























SIRENSOFTWARE 


1.”""DISCOVERY** 

The tape-to-dise transler program. Transters some turbe 
loaders, allers BASIC loaders to gel programs running with- 
| out alteration, “HIGHLY RATED", Amtix! "Discovery does it 
| best across (he widesl range of games. AA, Fab ‘6 
“Probably the best of the tane-1o-digk coo ers BA Mar ‘86. 
Featuredinthe serioussoftware charl, AAMarch ‘86 

On4b4 564 61 ?B. Dise £11.99 tapef?.o9 





‘WORLD PUBLISHER OF 
‘COMPUTER SOFTWARE 
OFFERS YOU A GREAT 
CHANCE TO 





2.""MASTER pisc** "NEW 
The only disk utility package vou will everneed, {his program 
| reallydoesital 

IMAGE — make backups o! 
etc) 
DIRECTORY EDITOR — uner 
secure fies, etc 
2PECOFORM—formai your disks lightning fas 
| SECTOR EDITOR=complete seactoreditar 
DEPROTECTOR-deprotecta 3 Basi c Sscieelle 
DISK HEADER - display start, length, type riheas 
| TAPE HEADER —as ior disk header. but’ Eietane: 
TRANSFILE = transfer incividual ites from tape to disk o: 
| @isk fo Gisk 
DISKMAP —shows now files arestored on disk 


YOUr disks (inc. Tunny tormats 






ase [les show hidden fies 





TYPESTYLE- dis sp lay on screenor printer any ASCII file. 
DUMPFILE—display Hex/ASCllic rmattorcontent sorahie 
| DISK —speed up yourcisk drive Dyup to 20%. 

This disk doe: ital ! 


On 464, 664, 6128 Disk only £12.99. 


ZEEX EACLE 
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OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING 


SIREN SOFTWARE 
76 BRIDGE ST 
MANCHESTERM32RT 
TEL 061 7966874 — 


SIREN SOFTWARE 





ARCADE 


INTERNATIONAL SOFTWARE 
IBLIC PALE 
Sale rime afr lastf ‘or Amstrad’ 


2.99 Mutant Monty ..............2.99 Planet of Death (Adw)......3.99 
£39 A View to a Rill ...........28,99 Esptonage island (Ady) ner 






SUCCE: 


With tremendous opportunities for. 


FIRST CLASS PROGRAMMERS 
in the fields of 





Electro Freddy ....... 
Roland Goes Digging... 


~~ | | - , Spannerman of 99 Arabian Wights ..............2.99 Snooker 4.50 
SOFTWARE DEVELOPMENT MUMCHIE oii ee eee eed 9 Forest Worlds End.. 2.94 Grand Prin Oriver...........6.50 
: a Climibit ....0...00...0.....2099 Meroes of Karn vod 99 Alien & er S| 
PRO Cs RAM TRANS LATION Splat! .. ..- 99 Jewels of Babylon..........2.99 Sabre Wall... ......cccccccs, 4.50 

| | | Aowegolf oo. 9 Gatecrasher ... 2.959 Raid Ower Moscow:4 59 
(SAMES DESIGN Alien Breakin ................2.99 Warlord... ' 2 93 Steve Davies Snooker .....6,.95 
” , | Atom Smasher,.............2.99 Chopper Squad . 359 Rambe ava 6.75 
; ‘ a ‘ ses hae | Jet Boot Jaek.......... i 9 Andromeda 359 N.0.M.4.0.. cuseessens BaD 
Expansion mn all the Group 5 acivilles Gems of Stradus ,...........2.99 Chuckie Egg 395 HYpErspOrtS covecees Met 
fp eT — a ae ARC Space Hawkes ...............2.99 Homter Killer 1.33 Yue &r Bung Fo . vacate fe 
requires constant HIGH QUALITY SOFTWARE : coir cll nh 08 Master Cheat 3.99 They Sold 9 Million 2......7.25 
an eo Cb bl cece icnsreeressvess oe 8 99 Star Commande 3.99 Way of the Tiger | 7.25 
bis and we now | Scag. | OS Renehieneh 3.99 Monopoly ....................7-25| 
URGENTLY REQUIRE Laser Warp 2.99 Atom Smasher 3.595 Elite .... 2.0. ere ||| 5p | 
: Astro Attack ...... 2.99 Home Runner 3.99 Lord of the Rings. vewus 00S 
re 7; : Haunted Hodges... 2.99 Manic Miner 3.99 Super Test. ansscsasecll, tS | 
products for Autumn/Winter 1986. Schumer 4 299 American Football 3 99 Knight Flicker" 6.75 


2.99 Alien 
i.59 Bounty Bob 


. dt. 99 Frankie g.t. ‘rl daegaed ris 


Classic Adventure 
J. 99 Dambusters” . 3 a tS 


10 Invader 


If you would like to work with the Best for 


Maximum Keward either Directly or on a Sipr Pipeline 2 #8 Ngan pet 358 Wine ee 128 
Eas, ‘oe : : ee lagqer S higgins Snooker _....... 3,99 Formula | 
Freelance Basis contact in confidence: tartan ete vee 


Software Development Manager 





6 Central Street, Manchester M2 5NS. 
Tel: 061-832 6633 Telex: 669977 
Completed programs also wanted for: 

SPECTRUM - AMSTRAD - COMMODORE 64 - C16 
ATARI - BBC and ELECTRON Micros 
Cash or Royalty Payments - Immediate Decision 


CONTACT US TODAY? 
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Strip Poker 
House Jack Built 
Lucky Fruits 


Code Name Matt I | 


Harreer Attack . 


Cheques dnd postal or 


amis pr 
Games por ced 


2.99 Pyjamarama.......... 
2.99 Herbert's Dummy Run. 


ae 2.99 Everyone's A Wallly......... 
. 99 Ship of Doom (Ady) ...... 
if. 99 inca Corse (Ady) 


TRADE & QUANTITY ORDERS 
br ri? yy corde rs, {oy 5. } =F 
'£3.04 = orders for 


3.99 Aonterraguecus 


3,99 Soul of a Robot 


3.59 Caves of Doom 


3.99 Locomotion 
od 99 Finders Keepers 


Ali orices wnchafte VAT P&P 


sent io 


lors made payahie in ARCADE INT. SOFTWARE and 


Unit 202 Shopping Hall, Myrtle Road 
East Ham, London EG 
Shop open Mon-Sat, 9.30-5.00. Thursday, 9.30-1.00 


OVERSEAS ORDERS CHEQUES 


Tot 01-472 8900 


Europe £700 extra per ape P&P (50 - 


=isewhere {7.00 extra per tape P&P 


4 Piease fhone for avail by 










There's something for everyone in this month's type- : ae 

ins. If you've got a dise drive and a printer, Caf£8 let's nO 
you produce a printed disc catalog without booting nC 
CP/M. If cassettes are more your cup of tea, Speed3K nia 
lets you save at speed. Or if all this sounds a bit too 
boringly practical, the amazing = and gvaranteed 
completely impractical — Bfifter will knock your socks 
off. It's the graphics type-in fo end them all — unless 
you know better! 


LI 
ra es 


i Hp own m 408: ae can't afford a db ise drive, Gia h Rollo's ccs 
little program will give you. that extra. cassette gpeed you've 
| been looking: for. ‘It's very Lists cole o re ‘ogy an 


a’ slow-saved backup never does any i i ju ne A type | in, post 
and run it, and then save programa in the 2 imal way — ~ but a 
E fair bit faster. It'll last until you switch off, reset or use as SP’ SED 
eS es hea mr Santee 


i ‘until aad bei speed: write 

38 FOR a&kB700 TO LB7a9 

Board rand PSE POKE: See VAL tne) 

6a CALL ‘4B700- : incerta 

ae DATA ‘k21,k6e,9, hie, ber uca, kee Be Wet My e 





CATS 


If you own a printer and use discs, you've probably wondered 
about cataloguing to the printer. That would save you all those 
problems trying to remember just what the filename was, 
halfway through some tricky operation. The only problem is, 
Basic won't let you. If you try typing CAT#S, you'll just get a 
syntax error message. To your rescue comes Justin Macklin 
with this handy little utility to give you a hard-copy CAT. There 
are two versions — one for the 464, and a shorter one to take 
advantage of the COPYCHKE$ function on the 664 and 6128, It can 
handle system, data or even IBM formats. Clever stuff, and short 


= REM FELEEELEEL EERE EEEEEESE 
& REM CAT#E by J.N.Macklin 
> REM EECEEE SEES EE SEES EEEY 
& FEM 664/6128 version 
18 zeSips=""SMODE 2: CAT 

40 WHILE pSt{>" "f7yer¢1:LOCATE 1,2z:G0SUB 15@:WEND 

=O FOR =<=1 TO 16:LOCATE «,2:GOSUB 156: tt=tS+ps: NEXT 
40 FOR x~=1 TO S:LOCATE x,z*#1:GO0SUB 150: ut=u$+ps: NEXT | 
7@ GOSUB 28@0:PRINT#S," CATALOGUE"; TAB(32);5tS; TAB(?7S@) jus: GOs 
WB 222 

S80 FOR y=4 TO z-1:FOR x=1 TO 3@ 

Pa LOCATE x,yv:iGOSUB 158: vS=vS+pS3i NEXT 
1608 PRINT#S, vei v@=""!NEXT 

118 GOSUB 7@8:MODE 1:END 

15@ pS=COPYCHRS (#8) : RETURN 

2008 PRINTHE, STRINGS (Se, *-*) RETURN 
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| m1] 
s | 


cn fs 
S&S & 


cii=? 
MODE & 
POP xi=aceaee TO 2RETFF STEP 2:POKE xt, 123: NEST 
FOR =%=LFRe0 TO &FFFFIPOKE «%,197:NEXT 
GOSHBR Sia: ORIGIN 3,¢,4,4649,¢,49¢ 
col=1i 
FOR kkk=! TO 186 
FOR kk=1i TO col 
y=u—-4 
IF ~=@ THEN a=-8.? 
IF x=-{f768 THEN 68TO 2-9 
d= 
PLOT 320,200, ! 
FOR t%= FA TU «8 STEP 4 
CHR=IAT (260+ 1 ASS4S IN ( tt) } 
TF chk=29S OF chk=2743 OR chk=156 OR chkh=i06 THEN d=1I1 
IF chk=2°4 OF chk=263 OR chk=122 THEN d= 
TE d=1 THEN DRAW 3264+ €COS (th), 2O0+1(AGESINIt%),c% ELSE D 
oeete tC OS (th), cet 1 Bets IhNt(ts) cis 
NEXT t% 
NEXT kk 
col=col tai c%t=c2zticcit*t=cixeti 
TF c%—-iS THEN cas 
TF ec f%=15 THEN ci“=S 
NEST KKK 
GOoTa 420 
END 
ceils 
Bead!tytea (_BerorRiGcin s3s8e, 
awk a%e 3-7 Fr 
298 WHILE «tt v%te 
252 PLOT «%, vySi DRAW <-x%,¥%° PLOT yh, eS DRAW «42 PLOT 0 te 
v4: DRAW xh, ¥SS PLOT -vh, ~“%° DRAW yh, ~x% 
740 IF dA%<@ FHEN d#edte+dex +5: GOTO avo 
te dBH Oa tae (i enh) +t 
See yQaeyh- 2 
S98 x %eu hte 
400 WEND 
410 RETURN 
920 d=Z2:'Change variable D for speed 
430 KEY 1,"callkbc@?imode 7: list "+CHRB( IS) 
44@ ENVY 1,14,-1,2: "Set up envelopes and variables 
4352 ENT 1,18@08,%5,1 
440 dr=itel=S3:cl2=Fifr=1: «dt=e-1liyd=-@, 5: <R=S38iy215 
4a7e@ FOR x=2 TO 14 STEP 2:INK »«,6: INK wel, 25:NEXTI *Set inks t 
Oo correct colours 
4g@ INK 15,1!:INK !,2:INK @,11:BORPDER 11 
49O WHILE mainloop=# 
Se INK cl,4&. INK el2,2764 
Sie OUT &BCHS,1F:0UT BEDSIG, 48+ INT(th/256) S0UT &BCOeG,1S°0UT & 
BD@8,t% MOD 254: "Uses CRIC register 12 & 13 to set OFFSET fo 
r hardware scroll 
oc IF x4335 OF ~5¢15 THEN [F xdR%=-1 THEN SOURT 
.1 ELSE SOUND 4,1560,6,1,1,1 ELSE a=a 
S28 ydeyd-8, 5° <R2xn%tudS 
[S40 [F x4-35 QF «4413 THE a. e dBi dre-dr 
Soe the St (CSOty) SFORP a=1 7O @i CALL BEDI I NEXT: "Use FRAME ins 
tead of CALLEBDI? on 644 & 6126 
S40 yeytydilF ytll THEN yd=2.5 
“fe IF yde2 THEN SOUND 2, 18890,2,1,1,1 
SS@ clecil¢dr:iIF cl=15 THEN cl=t ELSE IF cl=2 THEN cle#=14: "Kee 
ps control of INK values to give illusion of rotation 
2976 cl2=cl2t+driIF clz2"=15 THEN cl2=3 ELSE IF cl2@=2 THEN clz=1 
4 
600 WEND 
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missed out a vital piece of the “Amstrad Action...” message. To | 


= fix thus, ear a4 


ea sy te Saeraone. even ‘our 
\ publistiee reads _ | 


Last month, you typed in a program. It was a very simple 
program, and didn't do anything a compound command 
couldn't do. Here's another program for you, and this one's 
even simpler — just type... 





-_remembering the space after the number 10. This” 


doesn't do anything for the time being — program instructions 
arent carned out until you type RUN. If you read the first 
instalment of Absolute Beginners, you won't actually need to run 
the program to work out what it does. The CLS clears the 
screen, and the PRINT command writes the message “Amstrad 
Action" on the top line. You can take another look at the 
program by typing LIST. 

Once you've typed this in, and RUN it to check that it does 
work properly, you'll probably want to expand it a bit - after 

all, it's not very exciting as it is. Try typing in... 





RUN. Syntax errors permitting, you'll see the screen clear and 
the message... 





a look at this new, improved program. It should read... 





In other words, the program consists of both the pieces of 
text you've typed in. These pieces of text are called program 
lines, and the numbers at the beginning are their line numbers. 

We saw last time that the line number tells Arnold “This is a 
program line — don't obey it until] you're told to."’ What we 
didn’t cover was what any particular number at the start of a 
line means. 





THE RIGHT ORDER 

As far as Arnold is concerned, any instruction starting with a 
number is a program line. When a program line is typed in, 
instead of obeying the instructions in the line, he just adds them 
to the other program lines you've typed in so far — to the 


program, in other words. The question is, where does he put 


the new line in the list of lines you already have? This is where 
the line number comes in. 
If you've typed in the example lines, and LISTed the 


| program they formed, you'll notice a glaring omission. We've 


SOC a is 8 ge, eee i. i 


SP LIST Pies Sani You’ i see ant ihe new aha 7 FEDTE q 


fitted i in between the other two, — this... 


..@ven though it was typed after both of them. This is) 


because Arnold always deals with lines in numerical order, no 


matter what order you type them in. For another demonstration | 


of thus, try typing RUN. You'll get the message... 





«0m your screen. There are a couple of points to note here. 
Firstly, the order in which you type the lines is of no importance 


whatsoever - once you've typed them in, Armold LISTs and | 


RUNs the lines according to their line numbers. 


secondly, the actual number of a line has no meaning of its | 


own. I only gave the new line the number 15 so that Arnold 


would store it in between lines 10 and 20 — if I'd made it line 17 | 
that would have worked every bit as well. Indeed, we could | 
have called the frst line we typed line 146, and the second line | 
we typed line 673 — this would produce exactly the same | 
results, provided that we gave the most recent line some | 
number between the two. It's the order of the line numbers that | 


matters, not the numbers themselves. 


3 That's enough on programs for a while. We'll have a | 
: : | SUTMary at the end of the article, but first here are the graphics | 
and again you 1) see that sadiitns - SRE Now, ae | 


I promised last issue. 





;PLOTTING 


Last month’s bit on inks and colours was the tough of 


|| graphics. This month things should be a whole lot easier. Type 
..appear at the top of the screen. Type LIST, and you'll get | [—_ cones Sean nea eae appa 


and RUN i it. The screen clears, and a tiny dot appears 
down near the bottom left-hand corner of the screen. Not very 
impressive, perhaps, but that's what PLOT does — it plots a point 
on the screen. 

As you can see, there are three numbers after the com- 
mand. Avid AB readers will recognise these as operands - 
those crucial pieces of extra information that tell Arnold how to 
perform the commands you give him. While PLOT tells Arnold 
that you want to plot a point, the operands tell him where and 
what colour you want it. 


The first two operands carry the “where” information. | 
They are the co-ordinates of the point. Don’t be put off by the | 


sound of the word - co-ordinates are very simple things. Just 
remember, we're trying to tell Arnold the position we want a 
point plotted al, using numbers rather than words. This is 


nothing difficult - we do this sort of thing all the time with map 


references. We describe the position of a place by saying how 
far east or west it is of some fixed point, and how far north or 
south. 

If I take Somerton as my fixed point, I can describe the 


position of Edinburgh as some number of miles north of here | 
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and some other number of miles east. Provided you know 
where I'm measuring from and what units I'm measuring in, 
these two numbers tell you where Edinburgh is. Those two 
numbers are the co-ordinates of Edinburgh. 






























bottom left-hand corner of the screen, so the co-ordinates 
measure how far to the right of this corner you want the point 
and how far above it. Thus PLOT 150,100,... will plot a point 150 
units in from the left-hand edge and 100 units up from the 
bottom of the screen, The units don’t actually have a name like 
“inches” or “metres" or anything, so we'll just keep calling 
| them units. 

The chief thing to notice about the units is that they're very 
small indeed. If you take a look at how close PLOT 150,100.... 
| puts the point to the bottom left of the screen, you get some idea 
just how small they are. The screen is in fact 640 units wide and 
400 units high. Using this knowledge, we can tell that eg PLOT 
320,200,... will plot a point right in the middle of the screen. 

We know that the first operand tells Arnold how far to the 
right we want the point to be, and that the second operand tells 
him how high we want it. Now it's time to look at the third 
operand, This simply tells Arnold what ink you want the point to 
be drawn in. Thus, PLOT 150,100,1 plots the point in ink 1, which 
will be bright yellow unless you've changed it with an INK 
command, 


i) A STRAIGHT LINE 
At this stage, it's hard to do anything very exciting with PLOT..A 














down <control» and <shift> and press the <esc> key — type in... 

ee ee Oe ae ees 
GLU oy Oe eg eee ee eo 
120 DRAW 150,100,1 Pecoecueabemro rege reresediatther seins cgi aberrant eee 







and RUN it. An important point to note here is that 

resetting the machine destroys the previous program. In this 
| case that was what we wanted to happen, but this won't always 
be so. Before you reset the machine you should always be sure 
you won't mind losing the program you were working on. 

When you run the program you'll see that it draws a line 
between the bottom left of the screen and the point we were 
plotting at before. Now, try running the program again. This 
time, it behaves just like the PLOT program we started off with — 
it just draws a single dot on the screen. Why the difference? 

The graphics part of Locomotive BASIC acts as if Arnold 1s 
using an invisible pen. When you switch on or reset the 
machine, this imaginary graphics pen starts off at the bottom 
left-hand corner of the screen. PLOT moves the pen to a given 
point and makes a mark there. DRAW, on the other hand, 
moves the pen to a point leaving a trail as it goes — a straight 
line from where the pen was to where you told Arnold you 
wanted it, 

The first time you ran the program the pen was in the 
bottom left corner, because you'd only just reset the machine. 
The DRAW command moved the pen to the point 150 right, 100 
up = and the line you got was the trail it left. The second time 
you ran the program, the pen was already af the point 150 right 
and 100 up, so the DRAW command didn't move the pen at all. It 
just made a little mark where Arnold “put pen to paper’, ready 


command really is going to move the pen. He leaves that up to 
you. 





| MOVING THE PEN 
When we use a DRAW command, we use two of the operands to 
tell Arncld where we want the line to end, As for where we 
want it to start, that's a bit harder, The graphic pen must, if you 





you give Arnold the DRAW command. 
The question is, how do we get the pen to the chosen 


remember how | said earlier that PLOT moves the pen to a point 
| and then makes a mark there? So, if you PLOT at the start point 
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screen co-ordinates are just the same. The fixed point is the | like PLOT, except it doesn't make a mark at its destination — it | 


more powerful command is DRAW. Reset the machine - hold | 





to mark the trail. Arnold doesn't check to see that the DRAW | 


think about it, already be at your chosen starting point before | 


starting point? Well, a PLOT command will do the trick — | 


of your line and then DRAW to the end point, the mark made by 
the PLOT command will normally be overwritten by the DRAW 
line anyway. 

A better general way is to use the MOVE command. This is 


just moves the pen, Without resetting the machine - with the 
program still intact, in other words — type... 









ra 
i 
Ba | 
ie 
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line 15 is going to fil into the program. Then type LIST, to see if 
you got it right. Now, RUN the program. You should get a 
straight line running from the point 80 right, 60 up to the point 
150 right, 100 up. The two operands of MOVE are co-ordinates — 
they tell Arnold where you want the graphics pen moved to. 
You might have noticed one important difference between 
MOVE on the one hand, and PLOT and DRAW on the other - 
namely, that MOVE only takes two operands. The third operand 
iS missing, but this does make sense if you think about it for a 
moment. Alter all, the third operand of PLOT and DRAW tells 
Arnold the number of the ink you want used in the graphic pen. 


since MOVE doesn't actually mark the screen at all, there's no | 


real need to specify whal ink you want in your graphics pen. 
Having said that, | should just make a couple of points. 

Firstly, you can actually leave out the third operand of PLOT or 

DRAW. If you type PLOT 150,100 for example, Arnold takes that 


| to mean “move the pen to 150 right, 100 up and make a mark 


there with whatever ink is already in the pen”’. In practice, this 
means the last ink you specified in a PLOT or DRAW command. 


There are times when this can save you some effort, but for now | 


you're much better off using the third operand. Secondly, 664 
and 6128 users can use a third, ink-specifying operand with 
MOVE. This isn't something you'll find very useful for the time 


8 being. 


SUMMARY = PROGRAMS 
A PROGRAM LINE is any piece of text you type in which starts 


‘with a number. The number that it starts with is called the LINE 


NUMBER. 

When you type in a program line, Arnold stores it away along 
with any other lines you've previously typed in. This stored 
collection of lines is your PROGRAM. 

You can view your program by using the LIST command, or 
make Arnold obey the instructions in the program by typing 
RUN. 

Program lines are stored, listed and obeyed strictly in numer- 
ical order, starting with the lowest numbered line and working 
upwards. The order in which they're typed in is of no sig- 
nificance at all. 


| Resetting the machine will wipe out any program you've typed 
| in- so be careful! 


| SUMMARY = GRAPHICS 
| A point on the screen is specified by its CO-ORDINATES. These 


are numbers, the first indicating how far the point is to the right 
of the screen's left-hand edge and the second indicating how far 
it is above the screen's lower edge. Co-ordinates can range 
from 0 to 640 units left-right, and from 0 to 400 units bottom to 
top. 

The GRAPHICS PEN is the imaginary tool which is used for 


Beteitiitemeres ic ene mebe Qulilem@ tiie 


PLOT moves the pen to a specified location and plots a point 
there. It takes three operands: the first two are the co-ordinates 


of the point the pen is to move to, and the third is the number of 
| the ink the point is to be plotted in. 
| DRAW moves the pen to a specified location, leaving a straight- 


line trail. As with PLOT it takes three operands, the first two 
being co-ordinates and the third being the ink-number for the 


| line. 


MOVE moves the pen to a specified location, without marking 
the screen at all. It takes two operands, being the co-ordinates 


of the point the pen is to be moved fo, 


‘Before you do anything else, try to work out where this new 








That's what you'll need to be if you win the Melbourne 
House Kung Fu games that we are giving away’ 





Two games on one disc: that’s what we are 
giving away in this competition - and thirty 
copies too. The games are Fighting Warrior 
and The Way of the Exploding Fist, and will 
run on your 664, 6128 or 464 with disc drive. 


| warn you, ee a ceey violent. The 
Way of the Exploding has you in a 
Japanese setting in front of a Buddhist- -style 
temple. You battle your opponent with 19 
different fighting moves from ‘novice’ to tenth 
‘dan’. Simulation is in 2D but the action is fast 
and furious. —— 

By way of contrast, Fighting Warnor is 
set in Egypt, under the shadow of the 
Pyramids. You are the Fighting Warrior, and 
lav } battle your way past a seres of 
assorted demons to rescue 
princess. You are armed with a sword and, | 
warn you, the sound effects are pretty realistic! 

















All you have to do to win is answer the 
following four questions correctly. The first 
thirty correct answe $ out of the hat on Friday 
48th July will receivecopies ofthe Melbourne 
house disc. 








The Questions: 


| 1. What was the name of the wandering hero in the TV 


series Kung Fu? 
a. Yoo Flung Dung 
b. Ching Chow Mein 
c. Kwai Chang Kane 
2. Who played the hero in the series? 
a. David Carradine 


b. Humphrey Bogart 
c. Richard Chamberiain 


the beautiful 









Entries: 
The closing date for the 
competition is Friday July 18th. 
Entries should be on a postcard 
or the back of a sealed envalopea 
The address is: Fighting Fil, 
Amstrad Action, The Old Barn, | 
Somerton, Somerset TA11 7P5. 


3. What was the hero's nickname? 
a. Butterlly 
b. Grasshopper 
c. Fred 
4, Which of the following are Martial Arts? 
a. Kendo 
b. Shao Mai 
c. Chap Suey 
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89.280 (Level 55) Lee Healy, Walsall 
38.140 Dene Graber, Bedford. 
oA oo) Shahan Saier, East Ham. 


Airwolf 

2 .2eo Steven Walden, Cheltenham 
2.48 Ryan Harkin, Limavady. 
1.703 Mars Dewey, Hoddesdon 


| Alien Break-In 

B87T.120 lain McKinnon, Glasgow 

Pee. 164 Pac) Mackenso, Lenze. 
290,680 Grace Taylor. East Aulot ide, 


§ Alien Highway 


82,730 jeff Edwards, Aberdeen. 
78 280 Bob Wade, Somerton 


Amsgolf 

65 shots Robert Caime, Aldershot. 
ol shots Dame! Elicineton. Sobhull 
21 shots Mark Lampon, [ford 


Android One 

17.839 David Litherland. Balron 
16,580 Dawid Burns, Tetiord. 

11,459 David Cobane, Wyihenchawe. 


Android Two 
36,480 Stephes Ragqen, Wieatbourne Park 


11,450 Paul Clarke. Barney. 
9.720 Paul Rushton. Market Drayton. 


Batman 


B.766 Bob Wade, Somerton 


8,524 Steve Philipps, 


Battle Beyond the Stars 
26,600 Andrew Fry, Penhall. 

17,650 Flemming Pedersen. Lemvig. 
16.400 Michael Clark. Newton Grange. 


Battle of the Planets 
BST john Carter, Sheteid. 
458 Paul Edwards, Stevenage. 


Beach-Head 

L24,300 lan Mackay, Armthorpe. 
[24,300 Rik, Cumnor. 

124,200 Paul Stagg, Grantham 


Binky 
3.275 Paul Stagg. Grantham. 


'=‘Blagger 
| T2200 (Level 
Anston 
9.630 Alan McArdie, Newcaste 
56,625 Antony Critchley, Bracknell 


Bombjack 

449.900 Oliver Gens, Londen. 
396,020 Reger Wilson, Blackburn, 
365,500 Bob Wade, Somerton. 


Boulderdash 

LA-SF (51,262) kibchael] Varney, Bartle. 
LA-SP (49.786) John Carter, Shefaeld 
LA-3K Paul Gill, Cheadle 

TA-3E James Gidea, Airdne 


Bounder 
202.600 Thomas Hoar, Gunthorpe. 
10 O20 Gerry Hughes, Cranleigh. 


Lab Seer 


id) Stuart Mogley., North 

















Bounty Bob Strikes Back 
216,129 Ronme Agnew, Laverpool, 
102,000 (Level | lain Davia, Dambarion. 
Bz,.140 (Level 5) Sharad Rana, Manor Fark. 


Brian Bloodaxe 

13 Bat Stewart McCone, Pontefract 

Brian Jack's Superstar 
Challenge 


4.819 Dawid Millar, johnston. 
4,109 George Reaves, Bradiord. 
4.673 Soot Logan, Kiriemuirhil 


(Score for destroring *irard dace! 
65.950 Andrew Duff, Tain 

65,370 John Raper, Bishop Auckland, 
63,475 D Maynard, Fores: Row. 


ahagiomctachae 


116.025 Nick Tumer, Bridgnorth. 


101 S75 Steven Parlionson, Horbury 


nine, Naw port 


730} Raloh 


Chiller 

8,700 lan Grainger, Wingate. 
7.800 Lieyd Butler. Sisrungham. 
7,315 lan McKinnen, Glasgow 


Chimera 
5.915 Clifford Fereon, Ripley. 





| 5,206 GM Garter, London. 


5.077 Rechard Pemberton, Charlton. 


Chuckie Egg 
5.087 080 ‘Lewrel 258) Alan Steele. Dodeot. 


3580,240 floarwel 185) Andy hiclammoni, | 


Darlington. 
672.580 (Level 40) Car] Mollart. 


Codename Mat 1 

1.162 Nick Allen, Hilton. 

1.142 Craig Bailey, Hacheld. 
1,104 George Reaves, Bradford. 
1,106 Michaa! Dunse, Bonnyrigg- 


Codename Mat 2 
32,100 Kelvin Clarke, Telford. 
49,700 Richard Ormaon, Bury. 
23 650 Paul Clarke, Barnsicy. 


Combat Lynx 
243,700 Andrew Fry, Penhill. 


$10,300 Owen McGarvey, Glasqew. 


| $00,000 Karsten fenson, Aalborg. 


Commando 

311,600 Neck Birmingham. Romsey. 
136 250 Wiliam Dunsmuir, Glenrothes: 
121 570 Richard Ormson, Bury- 


Confuzion 

590,005 (Lewel 66) Lamaan Ball, Cowley. 
147,145 (Level 31) Duncan Elis, Geiey. 
[39,665 Jason Grandin, Penylan. 


The Covenant 
5S 448 Sraart Thor, Bria, 


55,419 Andrew Black. Brampion. 
655,354 David Smith. Chipping Sodbury 


DT's Decathlon 
(One day any; 
155,870 (PF Gorman, Edmonton. 
180,680 Graeme Taylor, East Kilbride, 
148,760 Tim Gurney, Prestatyn. 















































| 36,010 Andy Keebie. Bromley 


Plenty of games to set your sights on this month with 
some really tough battles for the top spet under way. 
Both fhe Covenant and Gef Dexter from PSS are the 
subject of close struggles which look set to continue. 
The two Elite games Bombjack and Commande are 
also getting tight at the top. 

Two gomes that have still to see the best of the 
action are Batmen and Bounder but you can expect to 
see them get busy next month. The Art Department has 
made another determined effort to get on the score 


tables, with Trev getting the ball rolling on Shogun 


with a very impressive score that will take some 


beating. 


DT's Supertest 

(Combinaien of cay one ged cay ore - 
eno? Gari) 

63 880 Mark Harton, Groemford 

19,4 fohn Harding. Chuppenkem 

45,196 Staart Wood. Wadeaml 


Death Wake 


Lis 102 lomithas Wer, Rosdord 





Defend or Die 
4.340.000 Sumea Seten. Cheltenham Che ad = 
3.500.000 Daryl Ward. Wogssor: st 
22 1325 Pasl hyet. Chehbesarhim £3 Sale 7 Warres Aiori 


42.7000 Bryan same, Coeredon 


2 = 512 3o" sororst 


Devil's Crown 
63,170 D Paterson, Tdlscoultry Ghouls 
62.540 5.Gentla, Two Mie As* a7 S43 Beber Soo Sobbal 
46.7890 Martin Evcnec. Sowthbceme ti ws Davee S.: Ts, Saco ra 

SSC Pete: Wiiget. Sears 
Don't Panic 
12,000 Kathryn Colm. Dundermiine Gilligan's Gold 
8 150D Célizn, Dusters at3 58] Dard Foare.. Dondee 
2,150 Craig Thomason, Sarnmoch 556 }00 Meshaei Cark., Midloruan 


ee of Doom 
y Magnes Cranks 


Dynamite Dan Bs a ramet Pemberton, Shetheld 





| 3000 lain MicKinmson Gleegow [5 O25 Hock Leces. Cossiey 


2967 Cohn Lawless, Cobre 
2,169 Richard Sarton. Helston Grand Prix Rally z 
a8 SAC Geet Lersiake Woodham Ferrers 


Electro Freddy 25 166 Dew Perouse Lethe 


4,115 Jerome Chu Caerph ay 2U,fe) FT Sermon ‘Birkenhead 
4.095 Alvin Thompson, Hebber: 
3.410 Thersas Tohelé Ashicrd. Gyroscope 

=. 3.500 Sem eee. Mie meteor 
Er*bert 140 George Reates. Wiaey 
142.850 Graham Thores. Ramhar . Pi £10 bee MMishoe Machestet 
132.800 Lawrence — New post | | 
132.300 Julian Cater, Eas Sheen Harrier Attack 


95 eel Le fess Loe 


Everyone's a Wally 77S. 620 Grabac Foes Devizes 
3,150 Amony Crichiey. Stacked. I 228.600 Semor Seiccn Podsey 

3,000 A Grimsha w, Blackbur 

2,130 Paul Bennen, Rhondda Haunted Hedges 

2.130 Andrew Purdy, Warciey S93 402 Suaue [otmeen Futon Celdteld. 


2 Se SS wrut ol. Dee 
Fantastic Voyage 1ZSc0F 
68,350 Alex Guinn, Sprimedelc 


Fighting Warrior 
348.110 David Cobane. Wythershawe 
206,090 Rick Artes Horshas 


oo om 


Highway Encounter 


232100 ephe= Eagoen 


Weeboorme 


214200 Graeme Taylor. East Rilbride 
TO Bo Messenser, Fecth. 


200 790 David Hammsse Feoiwsce , ae 
Fireant Hitchhiker's Guide 
$4700 Dawe Semmaur. Scurne sce Panne Merrow Weaekil 
54,000 Daved Cobere. Wythenshawe 
38,600 Gary Brickley. File Hunchback 

212.9 Andrea Powell Darlasion 
Frankie goes to Hollywood [| 306.000 Michaei Cark. Midlothuan 
68.900 (96°) Karen Brett Falkestane ] 400.000 Derwl Ward, Waswcsn. 
75,000 (7o".) Tabry Eaves 

Hunchback z 

Fruity Frank S70 Leeee: Garpectes, Abernethy 
56.200 | Brewn, Westiels = OG ndreer Pandy Woodley 


40.600 Alvin Thompeon, Hebbom 2 230 Steven MoDosgac. Aberdeen 


= = = 
| = ris Wilkes: ate Ban ses 
] 





Galactic Plague 

£45900 Garem fones, Wruutabie 
403. 150 Matthew Healy. Shg0 
222.810 Cin Yarwood, Atle 


Hypersports 


21) 235 Dawe Cobane, Wythenshawe 


1LES31 FP (ee, Ecieoicon 
150, 582 Lawrence Seth, Newport 














| Jet Boot Jack 

224,000 Alison Hall, Ashford. 
268,500 David Finlayson, Dundes 
161,850 Alan Wawon, Inverness. 


Juggernaut 
+3.900 Eric Henry, Drogheda. 
9.600 Michael Speers, Donaghadne 


Killer Gorilla 

440,500 Andrew Powell, Dariaston. 
075,000 Adrian MoGirem, Dorchedter, 
345,400 Christopher Devlin, St Holenas. 


Kong Strikes Back 

648,600 Lawrence Smuth, Newport. 
646.300 Mark frayshaw, Leeds. 

635,600 Claire Johnaon, Sutton Coldfield. 





Kung Fu 


| (2 Janson Ragen, Gravesend 


S64 Peter Mintram, Fawley. 
00 lain Mchinnon, Glasgow. 


Laserwarp 

468,700 Dens Condren, Filey, 

S07 000 Michal Wilkes, Stourbridea, 
168,860 T Grogan, Blackburn. 


Locomotion 

15.4 Christopher Eng, London. 
6.401 Nike Drury, Swinton. 

2,558 Michael Dowrde, Dalston. 


Macrocosmica 
11,974 Jonnifor Cleal, Pinner. 
240 Mr Talbot, Andover. 


Manic Miner 

aa), 112 Wayne Learoyd, Bramley. 
OT, 722 jack GCandon, Dubin 
94,589 Marin Laisa, Solihull. 


Minder 

£35 005 hark Waqner, Pier. 
24,384 Coorge Reaves, Bradford, 
£22,006 Mark Tozer, Canvey kaland. 


Monty on the Run 
4,460 Martin Holland, Scholes 


Moon Buggy 

199,100 Lawrence Smith, Nerport. 
127,310 Patrick Grant, Holbrook, 
115,000 Neill Waugh, Thetlord, 


Moon Cresta 

TL 480 Shaun Bourne, Oldham. 
29,820 Roger Wilaon, Blackburn, 
25,170 David Huff, Covent Garden. 


Mr Freeze 

16.470 Stuart Hotchingon, Reading. 

16.240 Poter Wright, Stonarport. 

13.870 jarne Thamgon, Leighton Buzzard. 


Mutant Monty 

43, 150 Marcus Passani, Porton. 
45 250 Phil Wand, Brentwood. 
44.050 A Wagetafle, Whitchurch. 


Nightshade 

1,222,000 Julian Bunn, Newport, 

B46,000 Pao) Mountiord, Blackpool. 
797.000 Christopher Hoare, Denham. 








[2.7 Adrian Sill, Skollow 
4,700 Boyan fames, Chevrecdon 
Jeremy  Clatrwrorthy, 


JULY CHALLENGE 


Score challenged: 15,860 on 
Thing on a Spring by Andrew 
Barratt. 

Challenger and reason: Steven 
Dinsdale. He used the cheat 
mode. [ was there. He's my 


mate. Well was. 





Weoodiord ® 


Number One 


| 1,362 Graeme Taylor, East Kilbride. 


1 dae |F Scott, Longndage. 
1,200 Richard Ormgoen, Bury. 


Obsidian 
13,600 Daragh Ward, Dablin. 


One Man and his Droid 


215,584 Simon Boot, Witham, 





15,550 Noel Me Vea, Biktltyp or, 


16,490 Smart Montgomery, bormdon. 


On the Run 


74,110 Daniel Singernan, Southam pion. 


74,060 Patrick McCorry, Belfast. 
60,000 Ranjit Singh, Queen's Park. 


Pinball Wizard 

42,718 Craig Keene, Thornton Health. 
41,078 Stephen Gray, Claverton Down. 
31,776 Roger Wilson, Blackburn. 


Ping Pong 

10,740 Sei Kin Chan, Belfast, 

1,700 Steven Walden, Cheltenham 
6,800 Steven Parkinsen, Horbury, 


Punchy 

1.132,220 Mark Salt, Iriam. 

$65,000 Michacl Bradley, Blarney. 
239.090 Alan Jackson, Wobhrorhampton. 


Raid 


3,178,050 William Jenkins, Cramlington. 


1,502,050 Bryan Jamos, Clovecton. 


1.352.450 Poter Brady, Pontefract. 


lamba 
805.460 Philip Routledge, Sundoriand 


497.060 Graeme Taylor, Eam Rilbrida, 
491.6600 Rone Agnew, Dovecet, 


Rock'n Wrestle 
112900 Alex Gruet. Byfleet. 
50 600 Gerry Hoghes, Cranleigh. 


Rock Raid 

22,70 Stephen Gray, Bath, 
32,580 lan Casson, Rugeloy. 
10,640 Shafqat Rasul, Allow. 


| Saboteur 


40.000 Richard Strait, Woking. 
98,000 Andrew Barratt, Scunthorpe, 
36.000 Seven Dinsdale, Scuntharpeo. 


Sabre Wulf 

728,465 Paul Stagg, Grantham. 
602.100 D Maynard, Forest Row. 
681,250 Craig Thomson, Eyemouth. 















shogun 
ff Trevor Gilham, Somerton 


| Sir Lancelot 


82,240 (Level 148) Simon Txnnies, Filey. 
56,630 GM McGouran, Birmingham. 
15,400 (Level 2a) 
Warnharm. 


sk ylox 

e72.500 A Porter, Peterborough. 
113,500 CO Ellis, hiillbrook. 

41,700 Chris Friedman, Glanrethes. 


Sorcery 


Many scores over 97,000 






Sorcery Plus 
PSUG I ME Roodsie, Pelton, 
| 164,460 fearne Sturten, Orpington 
| TS8.817 Christo por Hoare, Donham 


| Space Hawks 


78,650 Dormunic Hegarty, Cork. 
17,550 Mark Wagner, Pinner. 
17,090 David Baker, Cirencester. 


Spannerman 

10),900 David Finlayson, Dundes, 
86.500 Julian Cater, East heen. 
4,900 Ancdrow Brooke, Warrington 


Spindizzy 

185 jowols Julian Page, Shrewsbury. 
190 jewels Lawrences Smith. Nowpott, 
119 jewels lan Mopkingon, Wool. 


| Splat 


22,535 David Cabane, Wythonshawe 
13,210 Roy Williams, London. 


Star Avenger 

20,080 Nick Allen, Hilten 

17,390 Kevin Bradshaw, Fife. 
16,810 Chnsteopher Eng, London 


Starion 

38,305 Shaft Rael, Alloa, 

42,911 Sean Brady, Eltham. 

32,416 Robert Barclay, Desborough, 


ID Starstrike 

(One pase through all stages at any devel) 
609,200 lan Caston, Rageley. 

6800000 Chis Suraway, Chippenham. 
796,400 Gerry Hughes, Cranleigh, 


Strangeloop 

27.867 Julian Cater, Eaat Sheen. 
27.6680 Paul Stagg, Grantham, 

| 16,747 Paul Newcombe, Birkdale. 


Seven Sallwood, 


| 22.092 (20 


1 








Super Pipeline 2 
(Firat i pipes) 
200,040 Daviel Parkingon, Horbary, 





144,038 Rik, Curmnar 
(199,550 Roy Williams, Acton 


Supersleuth 
25,800 Brian Heavey, Irvine 
20,200 Donald Sharkey, Scunthorpe. 


Survivor 

436,000 RF Hommuings. Swindon. 
387,800 Paul Edwards, Stevenage. 
202.800 Eddic Pilkina, Runcorn. 


Tankbusters 

16.300 lan Boffin, Sunbury-on-Thames., 
[350 Kebrin Clarke, Telford. 

690 Darron Elba, Stanley. 


Tau Ceti 
rode) Rhys jones, Orton 
Gokihay. 

20,685 (20 rods) Paul Guest, Telford. 

20,803 (20 rods) Richard Woes. 


Mablethorpe. 


Thing on a Spring 

21,399 Rome Agnew, Dovecot 
14,800 Steven Dinedale, Scunthorpo 
13317 Lawrence Sauth, Newport. 


B9.580 (Lewe! 28) A Riloy, Easy Molesey. 
88.130 (Lewrel 28) RS Dargie, Porwerth, 
56,100 (ewel 18) Martin Whiteod, Spalding. 


Turbo Esprit 

15,960 Graham Pemberton, Sheffield. 
12,120 Michael Pidduck, Broadstairs. 
10,780 Darren Pack, Denmead, 





Way of the Exploding Fist 
Score ater beating 2 men on 1th Dan) 
po 0 Chris becker, Narnthorps. 

2.200 Janson Racon, Grarogond 
5.000 Paul Hopkinson, Wool 


Who Dares Wins 7 

365,080 Brian Hoyland, Corusbrough. 
275,660 Andy Simmonds, Ashford. 
153,550 Daragh Ward, Dundrum. 


Wizard's Lair 

196,660 Stephen Faggett, 
Park. 

168,385 Adrian Leigh, Stockport, 
192.000 Paul Lowis, Morthwich. 


Wriggler (Blaby) 

6,580 David Cobane, Wythenshawe. 
6,875 Gordon Scott, Stourbndge 
6,400 Chris Goraway, Chippenham. 


Yie Ar Kung Fu 

(Score for defeating first § opponent) 
459,660 Paul jolleys, Hindlay Groen. 
454,920 lan Mackay, Armthorps. 

464 600 Andrew Cavyender, Peterborough. 


Wostbourme 


Lorre 

909,990 Neal Thompson, Co, Down. 
210,280 Colin Winter, Grantharn. 
£4,600 Lowe McMahon, Manchester. 








These are the names thal court AMSTRAD ACTION JULY 1986 &3 








Get Pe 


Ranjit Singh from London 
NW6 has cracked the PS55/Ere 
classic and seen the end 
game sequence. From what 
he tells us it’s well worth 
secing. In addition he's 
supplied us with tips on 
playing the game. Thanks 
also to everyone else who sent 
tips, Take it away Ranjit. 


You can bounce on the 
beds (this looks good!) and 
don't forget when jumping or 
falling you can control your 
direction. This means you can 
cHoose a landing point. Don't 
bounce on them too much 
though as they will eventually 
break making them unusable 
and losing you 10% energy. 


Pol e met acs 


Thus is the section 

“explain how to mpul the Majority 
ofthe pokes using two types oi 
“Meno, 

Method 1: Type in the basting. 
Rewindthe game tape Type RUN 
followed bry pressing enter, bol- 
iow On screen prompts toload the 
Carrie. 

Method 2 The tape 
ieacier/loader tile screen, com 
prising usually. ot one.or lwo data 
blocks has to be skipped Rewind 
the game tape Type in-CAT fol- 

Jowed by enter and play the tape. 


Watch j he screen and 4: message 


wall Comme Ue 


Wreckless Roger 

This poke arrived anonymously 
on my desk and gives infinite 
energy on the Blaby shoot-em- 
up. Entered using Method @ to 
miss the first block. 


1@ MODE @sMEMORY S999 





xter! 


where we. 






lf you drop a bottle of wine 
in front of the punk he will keep 
walking at it. This happens with 
the nurse if you drop the 
flowers in front of her and with 
some blue monsters if you drop 
the magnet. Blue monsters can 
also be frozen for a period by 
dropping the red saucers. Don't 
waste them because they are 
especially useful in the scientists 
rooms. 

To kill the monsters you 
must drop a specific object in 
front of them. The orange salt 
cellar thing kills ducks and 
“space invaders’. The bottle of 
acid (white with red skull and 
crossbones on it) kills clock- 
work ghosts whose heads bob 
Week teMeley si tem el-tad imide) elem 
small green buttons kill dogs, 
clockwork ghosts, pyramid 
robots and the garden rollers. 

Coloured doors are opened 
using the corresponding secur- 
ity pass while grey doors are 
activated by stepping on floor 
pads. To find out if a floor pad 
are safe recall Scooter onto it, if 
he bounces on his head it isn't 
safe. 

When looking for abjects 
and doors make sure you move 
everything because doors may 
be hidden behind furniture and 
objects stashed under beds or 
benches. If you're having tro- 
uble getting the codes then try 
dropping a syringe in front of a 
scientist, it has a very interest- 
ing effect. 

The final room where 
things usually drop on your 
head is a tough one but with the 
code and some directional 
thought you'll work it out. 


Found FILENAME block 
OK 
where FILENAME. with be re- 


placed Dy lhe name ci the loading: 


section. The next message ai 
appears will be 
program appearing in the same 
Styie. 

Found MAINFILE black? OK 
where the MAINFILE will be uit- 
ferent for each game. Note the 
boimt onthe tape counter at wack 
this second file appears. Stop the 
fape and rewind io just before 
that point. Type in the program 
ana RUN Gt. ‘Then press play on 


~ Thre tape deck” 


28 FOR i=8 TO LO:READ a: INK 
i, a:NERT 

38 DATA 8,2, 14,28,4,8,17,5,6 
15,7, 18, 24, 18, 15,26 

48 LOADS! *, 888 

S8 POKE 8201,8:POKE 8282, 
68 CALL 6828 


G4 JULY 1986 AMSTRAD ACTION tats. poek.. 





the-art 


Bob Wade checks out your tips, pokes and game-busting 
ploys. The best ones win a tenner — so why not send 


YOUR latest gem to: Cheat 


Mode, Amstrad Action, 


Somerton, Somerset T411 5AH 


Any one having trouble with 
the Amsoft arcade adventure 
will appreciate these tips 
from Simon O'Connell and 
Emmet Masterson fom 
Sidcup. 

l. To mend the stairs get the 
piece of stairway from the 
hbrary. 

2. To gel past the rats. Get the 
stool from the lounge and drop 
it under the kitchen table. Jump 
on table and get cheese. Take 


Rambo 


We've got both tips and a 
poke for Ocean's muscle 
bound psychopath. The poke 
is from.Phil “You can't keep a 
good pokester down" Howard 
from Mapperley while the 
tips. were the pick of the 
bunch we receveived and 
come from Christian Valeri 
from Ramsgate. The poke is 
entered using Method 1. 


1, Go to temple using knives, 
get machine -qun- and then 
switch to arrow, 

ze. Go straight up until you cet to 
the camp. Go right and then up 
again until you get to the first 
gate on the right hand fence 
Blast through it using exploding 
ArIOWS. 

3. Make your Way over to the 
left side of the camp Blasting 
anything that gets in the way. 
Switch to knives and get POW. 

4, Switch back to exploding ar- 
rows and blast your way north 
through the trees. When you 
reach the clear area sweep it 
until you find the helicopter and 
get in | 

5. Head back down te the camp 
and sl Lightly to the right to find 
the landing pad. — 


6. Land and-go coed wrned tothe 


“corrugated” hut thal can’t be 
blown up. Switch to knives and 
release the Prisoners. Go back 
a second time to release more 





the now baited ral 
“Beware the rats” 

3. The key in the bedroom al- 
lows you to exit the castle. 

4. The cross in the study lalls the 
witch in “Kising concern’, al- 
lowing you to get tie balicon. 

o. lake the balloon to the bath- 
room where you will float up to 
oh the grey Key. 


trap to 





Prisoners. 

|. Return to chopper , collecting 
the white grenade box on the 
way and fly north. 

8. You'll fly over another camp 
iqnore:this-and:..wait for your 
base whichappears after you've 
flown over a large expanse of 
water. While doing this you're 
pursued by the gunship. Don't 
Worry about destroying tus just 
concentrate on avoiding tt- 


1@ DATA 21, 9c, 8, 35,88, 23,36: 
82, 25,36, 88 

28 DATA 21, ab, 8e,36,88,c5. a2 
,8F, 21,20, 22 

38 DATA 36, F8, 21,48, 28, 11, 42 
08,281,628! 

40 DATA e0,b8,21, 44,82, c5, Zi 
88, bb,25, 71” 

o8 DATA t2, 21,25, 21,87, 63 
,21,b0,82,e5 

60 Pala fi.21,ea,bi, ii, 
qioylt 

78 MEMORY 82002 

GO FOR 4=49508 70 LSI 
99 HEAD a 


i? hi 
ue A Oi 


TMB PORE x, VAL( "ER +a$ 


[18 NEY) 


“128 LOAD" 


[38 CALL ssAae 
188 LOAD"! "| £2848 
(3 


15@ CALL £951; 





— =e 



















Devil's crown 
Lorna Paterson 


2k tip for the 
som 


Tillicoul- | 


Thing on a Spring 


Emmet Masterson and Simon 
O'Connell from Sidcup have 
sent in tps on the Gremlin 
cutesy including one thal 
we've had from umpteen 
other sources. This is that if 
you hold down the keys 
THING on the title screen the 


|} border will change colour and 


you'll have infinite oil. The 
guys also have some other 


_ suggestions though. 


Make sure you complete 


‘oi 2 4 @ach screen in order, starting 
ieee from the first floor and working 





A nifty one liner from Justin 
Cole of Colchester to give in- 
finite time. Entered using 


Method 1. 


18 MERCRY 4999: R00E L:LOAD"o 


a’:POKE &2402,8:CALL S608 








SS hic cs Gl 


| Howard's poking? This time 
| ‘you've got infinite lives on the | 
colourful Ocean game. En- 


tered using Method 1. 


| 1@ DATA 21, 3a, 22,34, O83, de 
3a, 21,48, 22 


28 DATA 36,25, 23,36, 9, 21,48 
1 28, 11,49, 88 
38 DATA 81,06, 82,04, b9, 21,4 


7 788,25, 21,88 
“48 DATA bb, e5, 21,84, 82,e5, 21 
87, b8,25,21- 


SB DATA bb, A2, 5, Fl, 2, ea, b! 
(11,07, bi, FS 


‘BM DATA oF 
| 78 MEMORY 42808 
} 98 FOR x=4BE@R 10 RBE37 


99 READ a¢ ; 
18 POKE x, WALC*E+a$1 
118 NEXT : 

128 LOAD"* 

138 CALL &3A6A 

148 LOAD"'* 42049 


158 CALL uBEGe 





|game. Just 


down. On each floor work left to 
right and then back again. This 
is essential bécause some of the 
presents allow you to go wp 
escalators, fly off trampolines 
and wizz around the screen in a 
small space capsule. 

On the third floor, first 
room, if you cannot find the exil 
it is situated under the colla- 
psible floor next to the twro tele- 
visions. On the final screen 


make your way towards the off | 


switch. When you collect it it 
will set off two rays and the evil 
goblin will get trapped and die. 


A 


Another one from Simon Good- 
win of Middiesbrough that gives 
you infinite strength. Entered 
using Method 2 to skip the first 
block of the program. 





Sabre Wulf 
en ee 


| Frustrated disc owners will 
/appreciate this poke from 
Peter Featherstone of Leeds 
that gives you infinite lives | 
creatures | 





and stops 
matérializing in the They Sold 
a Million disc version of the 
type in the 
program, put the disc in the 


|. drive and RUN the program 
| (don't worry about the screen 
' corruption.) 


id NODE 2 

28 MEMORY 4843 

38 LOAD*SABGRF. SBF 
42. 





6e POKE. 50173. 8 
TA CALL 49152 











Who Dares Wins iW 


Andy Simmonds and his Dober- 


manns from Ashford have an 
interesting method for beating 
the all action game from Al- 


ligata. Here it is ain his own 
words. 


All you ‘have to do is run 


hie heck, zig-zagging like billio 


(SA5 term for evading the flak) 
to the blockhouse. Run right in- 





side, turn round and start firing. 


& 


shooting them in the back, legs 
weir 


and other parts of 








You can kill ali the enemy by — 


Frankie goes to 
Hollywood 


Tips on the Ocean pop arcade 
adventure have been received 
from David Smithers from 
Harrow and Martin Ash from 
Basingstoke. We've combined 
the two to give you some help 
with the individual rooms and 
sections in the game. 


1. The ZTT room. Wear the flak 


jacket and you'll be unharmed 
by the bullets. The puzzle has to 


| be worked out logically with 


each button having its own 
effect. Work out which ones put 
a puzzle piece in and which 
ones put a piece in but also 


| remove others. 


2. The Terminal room. You'll 


| meed a security pass and an 


undamaged floppy disc to acti- 
vate one of the computers. 
3. Sea of Holes. Go through each 


hole in order from right to left. 

4. Cybernetic Breakout. Eating a 
pleasure pill here will halve 
your pain or double your plea- 
sure and if you stand shill the 
object will pass through you. 
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Sratormy. 


5. War Room. A wedding ring 
protects you here. 

6. Raid over Merseyside. Po- 
sition the gun at about halfway 
down the display and just keep 
i. Talking Heads. Eeep the 
Soviet fag just beneath yours 
when possible. Alternatively 
head for the top of the game and 
keep firing untl the enemy 
bullets reach you. Then move 
down until the other flag moves 
down and then head back to the 
top. 

5. T aclotiaes Gallery. Shoot the 
targets as quickly as possible 
and remember to let the target 
reload by sinking to the bottom 
of the screen. Heads just above 
the reloading area can be shot 
twice if you wait until they have 
almost fully appeared before 
shooting if the first time. 
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39) sRETURN 
128 RETURN ¢ 


Gyroscope 


This listing from Tony Hoyle of 
Marple gives invincibility but 
doesn’t stop the time limit minn- 
ing out. Also be careful to exit =2— 





screens at “legal” 


ing using Method 1. 
1G 4=k768 
2@ READ a:GOSUB PR:iF at}-t 
THEN PORE 4, arx=xtisG0T0 2a 
28 DATA &3e,6c9,652, 008 £53, 
-18,-28,-38, ac? ,-1 

Pest tet itil 
j@ READ a:iF ai}-1 THEN PUKE 
xyaix=ut1:G0T0 58 
68 DATA 421,886,890, 8c3,813, 
bbd, £06, 200,&11, £00, kc8, bed. 
b77,&bc, feb, bed, 485, bbc, b22, 
220,898,021 ,819, 888,809, kes. 
b2a, &2e, 880, bes, bes, a2], Rae, 
LO? 422,839 bbd, br, bse, kes, 
£32,057, bbd df 1, bel, be? 
78 DATA ~1 
88 CALL &BO@ 
7@ IF a=-1@ THEN a=PEEK(LBDS 
7) RETURN 
188 iF a=-2@ THEN a=PEEK( GBD 
38) sRETURN 
L1Q IF a=-3@ THEN a=PEEK (SBD 


Combat Lynx 


Durell Software have given us 
permission to print this tape to 
disc transfer listing of their still- 
popular achon flight simulator. 
However they ask that disc 
copies created with it be SOLEY 
for the personal use of those 
who have bought an original 
copy of the cassette. You've got 
KD Bryant of Beenham to thank 
for this listing but future trans- 
fers are dependant on the 
agreement of the software 
house concemed. 

To transfer just type in the 
first hstng and RUN it. This will 
prompt you to play the tape 
(making sure it's rewound first) 
and will automatically save it to 
disc. Now type in 


points, ather- 
wise it will crash. Enter the list- | 





A great poke trom Simon Good- 
win of Middlesbrough that pre- 
verte the car from crashing. Use 

Method 2 to get past the first 
block of the program. Note that” 
driving into some areas: will: 
corrupl! the screen but if you 
know where you're going you 
can get back fo the display pro- 
per without crashing the game 
esa ea sepa : | 


18 MODE 8 
2B OPENOUT*dum* MEMORY 1799: 


listing and save it to disc under 
the filename “LYNX”. To run 
the game from disc just type 
RUN"'LYNX. 


18 MODE 1 
28 i TAPE. IN:MEMORY 5638 
38 LOAD"MAIN 

40 SAVE"COM" ,b, 5630, 3 
5530 


Lioi- 


“CLOSEOUT: 
38 LOAD ta" 


60 LOAD*¢d", 1800 


FA Cup Football 
This great cheat from pail = z a. me ; 
unghamicel Greasby: allows. you” 
to feplace Liverpool’ with a fea 
of your cheiee and give the . 
Liverpool's form: The. numbers 
Sin the data statement are. Hee 
m chafacter codes of the: ‘capital - 
letters2(65 to 90) found: ape SS 
pendix Til pages $8 of the 464-— ee 
user manual ju rently theteam Ss 
| in the statement te Waimb i addon. =: on 
(Pathetic - Ed). The new. team 
fae must be nine characters long. BOT: Saar 
Yaew, i your team is shorter then put 
tee, | Spaces (character nomber = fs 
fe & lf f 32). Load the poke -using- ==." 
Viale Nothod 2 to skip the first Oe 
& blocks of the program. oe Seine || 
id MEMORY 4999:L0 DAD 


28 FOR a=9404 TO 9ai2- 





















































40 LOAD" 'h*, 49152 
58 LOAD" 'c", 12888 























MO FOR n=O 10 15s INK NEE, 
Ta. 38 READ w:POKE ayxiNEXT 

ag LOAD" te", 49152 42 DATA 1 1b 84, oe 
99 POKE 1988, 8: POKE 1907, 8rF , 19,75 

OKE 1718, a: POKE 1711, 8: POKE 5@ CALL 31936 

1912,0 

18s CALL 1800. 


: 2 ar gent 
: ive 





PRIZE WINNERS 
The £10 winners this month 
were a tough choice but here | 
are the victorious. Ranjit Singh 
: from London NW'6 gets a tenner 
a |) 6ufor his Get Dexter! tps, Simon | 
' "4 Th .7 Goodwin from Middlesbrough 
A. q q a’ 4 
18 DATA 21,20,8a,56,c7,c3,08 > i MaMaSy area err ee 


Be SSR REE ES ERS 


Phil Howard poke! | 
that gives infinite energy to: 
the frustrated store detective.: 
It's entered using Method]. =- 


Another 


1@ MODE 1 ) 38 ™ | Chiller pokes while the third 

oo MEMAGY SET 28 MENORY 37888 , prize is split between Emmet 
os — — 78 LOAB"" Masterson and Simon O'Connell | 

3@ LOAD COR" # ape > : from Sidcup for their Thing on a 

40 (TAPE oe 40 PORE &7603, 3 Spring and Tombstowne tips. 

50 CALL 32136 emer 8 FOR x=8508 TO Se? : We don't have Emmet and 

pei meee 6A READ af : Simon's addresses though so if 

ee 18 POKE v.VAL(*h"+a$) they would like to contact us in 

) M : : 


a BB NEXT 
% 98 CALL £7530 


Sorietees 


“eee, Problems Problems 
Lene | = (Gaff of the month last month was 
oe zB 

sae 


oe 









writing we'll be able to send | 
| them a fiver each. | 





gave away. If anyone has got a 
poke for our version we'd be 
delighted to see it. 

Weve had 2 number of in- 
quiries this month fom people 


on the Mighway Encounter 
poke. Line 140 should have 


Teac" 


nes 140 LOAD!" 42040 


= For those of you who have been 


to @nter the Covrenanf 


rote pole from issue 4 on our cover 
: : 





| cassette I've got same bad news 


— it doesn't work. It did work 
with the original version of the 
game but not with the one we 
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asking for help on specific 
games. Unfortunately we aren't 
able to make direct replies to 
these because of the time invol- 
ved. We print just about every- 
thing we can get our hands on in 
these pages you'll just have to 
keep your eyes peeled tor 
someone giving help on your 
particular game. 
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LEFT SECTION a 


We've recalled lan Boffin from the depths of deep 
space and his Elife playing guide to bring you the low 
down on Electric Dreams all time classic game. As 
well as a map showing how many jewels are on each 
screen there's in depth study of the more interesting 
areas of the game and some great playing tips that 
will help both the beginner and the advanced player 


progress. 


Starting out 


Due to the immense size of the 
lask ahead the programmer has 
kindly split the game into four 
different Sections. The 
beginners section is for dis- 
covering how the controls 
handle while the rest is the 
“real” game. 


section to the left of the silart 
room. Some of this is easy but 
others verde on the impossibic. 
Finally you should try your hand 
at the large top section where 
even if sechons look impossible 
to get to you should try to apt 
proach them from another sre. 


I find that the bottom part of 
the map 15 easiest (relatively 
anyway), mainly because it 
guides you round most of the 
route and most jewels are casy 
to get at. Alter this | tackle the 





After getting the correct | 
switch to remove the ramps stay 

| on the blank squares until in the 
next room. 


















Go from 1 to 3 to 5 to 6 
where you should fhck the 
switch and go up the lift. Get off 
lift and full speed north bounc 
ing off the trampolines on 6 and 
| 5. When in 3 go into 2 and use 
| the ramp in 2 to avoid the deact- 
| ivating switches on the exit 
| door. Go into 4 where the floor 
no longer disappears so that 
you can get the jewel. 
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In this arcade comedy a mild-mannered FEATURES Mail order: | 
diver, Gormless Gordon is set upon by An extensive underwater landscape Electric Dreams Software 
buxom bulging Myrtle, the Mermaid with a including a wrecked ocean liner, 23 Pond Street, Hampstead 
face that sank a thousand ships. submarine caverns and a sunken city. London NW3 2PN 

Numerous puzzles to solve and objects to palteatilactem 
Thrill to the music, quake atthe terrors of collect and use. sre Cassette (£9.99) 
the deep, boldly go where no man has A “nutty” musical soundtrack which Commodore 64 Disk lay 99) 
gone before, and discover hidden wonders _ continually changes to accompany Myrtle 7X Spectrum 48K (9.99) 
that will make your knees quake andhave _—‘ through the varying locations. Amstrad CPC Cassette (£9.99) 
you reaching for your scuba gear. Detailed fully animated cartoon style Amstrad CPC Disk (£14.99) 


graphics in full colour. 


ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON, HAMPSHIRE S01 2EW. TEL: (0703) 229694 








Control 


I don't much care for the key- 
board control and in the way of 
a joystick, one with suckers on 
the base is very useful. This is 
so that you can have a spare 
hand to operate the space bar. 
The joystick needs gentle 
manipulation rather than heav- 
ing around and if you can get 
through the wiggly bits just 
beneath the start you're well on 
the way. 

The fire button accelerates 
Gerald faster than normal, like a 
turbo cutting in, and comes into 
its own on steep slopes and 
jumps. Usually on a slope push- 
ing up it will make you sit still 
but by pressing fire you can 
progress up it at a fair rate. The 
space bar acts as a halt on fric- 
tional surfaces but will cost you 
a lot of time while you're using 
it, and on very steep slopes 
even this won't stop you sliding 


The word Spindizzy 


Once up on the letter just go for 
all the switches and it should be 
fairly straightlorward. A warn- 
ing though one bit is really 
nasty so try to avoid Gerald 
making lke a lemming. 


Reaching the 
crescent moon 


Having made it through the 
tower section you can get to the 
bit that connects to the column 
of aight screens. To get onto the 
column try to go round the 
raised border and when on the 
room adjacent to the column 
push forwards and a lift will take 
you up. 

If you have been this far you 
will notice thal it spells out Haw- 
kwind. Once at the top go to the 
lift and get onto the raised plat- 
form. Go west and stop on the 
line where the back slop starts. 
Go full speed east until you 
speed off the edge. Then you 
will bounce your way along 
alternate screens. [If you find 
yourself nearing the east edge 
of any screen hold the joystick 
left and press fire. Much the 
same method works for exiting 
south from the moon. 


White pyramid 


i. | 


NE jewel needs (| > { Bswitches from north entrance. 


Jumping tactics 


On this screen there is little 
room for run-ups and jumps. To 
do all these jumps, steady your- 
self on the square before the 
ramp and slowly drift to the 
back of the square. Full speed 


rE 
5. 


up the ramp with the fire button 
down to make the jump. Either 
hit the space bar or accelerate 
in the opposite direction to that 
in which you're going, depend- 
ing on whether you can afford 
the time loss. 




































NW jewel needs [ 3] BS switches from west entrance. 
SW jewelneeds € “7° § switches from south entrance. 


SE jewelneeds " Fa 





switches from east entrance. 








Switches and puzzles 
These are the key to the whole 
game and where the puzzling 
comes in. In several places the 
problem is getting somewhere 
without the switch being deacti- 
vated by a cancelling switch. In 
some places a raised border 
path is helpful. . 
The switches are obvious a3 
a Means to turn on several lifts 
but the other less apparent use 
is in revealing and building new 
ramps and routes. Usually if you 
do get stuck at a dead end it 
requires the use of a switch to 
build a ramp. A classic case is in 
the upper section where there 
is a cross separate from the 
main map. For this you need a 
switch, which is fairly obvious 
because of the clue given. How 
you activate the switch ig easy 
enough but how you get back to 
the right place without deact- 
ivating it is another matter — it is 
so obvious as to be infuriating. 


Raised section 
beyond Spindizzy 

To get onto it find a solid oval 
switch in the blue pyramid and 
access via raised bit from black 
pyramid. 


Tower section 


Start at Bl go to Al then Adz. 
Take lift up at AZ and get jewel 
at Al. Go to BZ and flick switch. 
Go to A3 and get lift down. Get 
off at mid level and go to A4 
then B4 then B3. Go west off the 
ledge at BS to C3 then D3. 
Switch solid and right half solid 
ovals and return to C3. Go up lift 
and go to D3 then D2. Climb 
ramp to Ce then go 
C3,B3,B4,B5,A5,A4,B4 and onto 
the next section. 
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Let Amstrad Action’ s : unique mail order service do the walking. 


chances are you'd love to get your hands on some of 


the software we've reviewed. And that's just » 





ean do. Our mail order service allows you to ‘order 
virtually ANY piece of software for the Amstrad 


“micros: reviewed in the magazine. What's more you _ 
ean save yourself a good sum of eenney Scie L sbeP. i 
prices AND qualify for great free gifts. Rae cece 





Hey, it's a wonderful way to buy your <steus 


SUPER-GIFTS 


By the ime you's ve. youched this per of the magazine, 


Here s the great range of bits and pieces you can Get FREE with your f 
order — most of them would normally cost £3-10! If your total order f 
is over £75 you select any one you like. If it's over £30 you can 
select any TWO. Just enter the numbers of the gifts you want, 
together with your second preferences, in the order form. 


1. KUNG FU / NUMBER 1. 
Two great Ocean games on one tape, 
green away with the Christmas issue of 
AA If you missed ‘em then, get ‘em 
now. CPC 464/664/6198 


2. THE COVENANT + DEMOS 

This tape featured on the cover of our 
May sue. It Contains & full Version of 
the AA-raved PSS game, together with 
cemos of four other FSS programs. 
supplied with instructions for transferr- 
ing The Covenant to disc. CPC 
464/664/6128 


| 3. AMERICAN FOOTBALL 


7 An 
| Amsoft(Arqus — CPC 464 only, 


Imoressive Simulation from 


4. CHUCKIE EGG 
Hugely acdeictive, high-scoring platform 
game. CPC 464,/'664/61 28, 


+. ELECTRO FREODY 
Frantic, humourous 
464/604,'61 28, 


hur, cet 





VOUCHER 


(mac, one voucher par order 


6. HUMCHEBACK 
Ocean Amsot translation of 
arcade classic. CPC 464/664/6128 


the 


7, LASER WARP | 
Smecth, colourful, classic 
up. CRC 464/664/6128 


8. CLASSIC ADVENTURE 





> Gi: ro 


G FAST delivery 
i> FAT discounts. 


shoot-em- F<: 


The great adventure that started jt ail. ater zm 


CPC 464/664/6128 

9. PYJAMARLAMA 

The first of Mikrogen’s challenging 
Wally dames, CPL 464/664/6128 


10. MASTER CHESS 


Worthy multi-level chess program. CPC | >: 


$64/004/6128 


11. SPACEHAWES 
¥ersion of the shoot-em-up Galaxians. 
CPC eet, 


12%. SPANNERMAN 
Panic action &5 you try to step the 
wWater-ow. CPC 464/664,/6778, 





VOUCHER 


For ose With ordara from 0 fa- 


[ia one woucher oer order] 





Se Eee ee Eee ee 





For nee wi th erdorea fram E70 BU: 
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(maa, one woucher per order! 





VOUCHER 


For use with orders over (50.00 
imée ine voucher per ordas| 


Ceri ec mcd Kee rv. 
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ee parcel about a: week to: 10 sere 
‘5 after ordering. 


z (he reverse - phone calls are very: 





1 "Whe fact that a program is = 


- a We. try to be as accurate as we 


> ility and disk eo, but 





FREE! 


with any order over £5 


A C15 data cassette containing 
high-quality tape specially desis- 
ned for computer users. it comes 
in a liorary case with blank inlay 
card. 





WITH 
 Arstrad Action Mail Order is run 


OO eere in Somerton by the super- 


efficient SUE TAYLOR, the woman 
whe gets more mail in a day than 


mont people get each year! 


| Unless your order includes 
. Brograms which our suppliers 
 @annot get hold of for some re- 
ason, Sue despatches all packages 


ey first class mail within two oz 


three working days of receiving 
the orders, Therefore, you can 
normally expect to receive: your 


UK i's delayed beyond that ee 
chances are you've ordered a tue 
which hasn't yet been xyelsased or 
is temporarily unavailable. In 
"which case a phone call from you _ 
WON'T speed things up. (In fact 





time-consuming.) If a long delay 
| were et we'd let yen know. : 


PLEASE BEAR IN. MIND - 


viewed, in the magazine does not 
guarantee its availability since 
somé¢ software is reviewed 
BEFORE it has actually been 
released. 
z. We are happy (o refund your: 
order at any time ap to the de- 
spatch of the goods. But because of 
the possibility of copying  soft- 
ware, no refund or exchange to an 
alternative piece of software can 
_ be given after they have been de- 
‘epatehed. Software which does not 
load may be returned for a re- 
ee placement cassette or disc con- 
taining the same software either to 
as or diggctly to the software 
house concerned. 


can with details of price, compali- 


OVERSEAS READERS WELCOME 


item to the cost of their order. 


it 5 i P 

mit : : : 
ofan 

Peau oe - 7 = 


FREE! FREE! 


with any order over £15 o with any order over £30 


Your pick of any one of the games | i A blank 3" disk OR your pick of 
featured in the Super-sifts box. BH | any TWO of the games featured in 
Most would normally cost E8-10! | the Super-gifts box. 


a sal cat aa Sa 


Readers in the Republic of 
IRELAND can order any of these — 
goods at (the same rates as British 
readers provided that payment is- 
made in pounds Sterling. If you 
wish to pay in Irish pounds you 
must add a IR3.50: surcharge IN 
ADDITION to allowing for the 
current exchange rate - that's 
what ii costs us to pay in your -- 
cheques or postal orders. ; 
Readers elaewhers in 
EUROPE must add £1 per software 





nang must be in pounds 


Send thisform plus payer to: AA Mall Order. 18 Pinewood Drive. Somerton. Somerset, TAN 6JP 


MAIL ORDER FORM 





Plea esse Ss Se ac hese eg its eateries eee tadcceeas EO IOO NO. HIPS Seer ceee 


..Post code..... 


Machineowned: | |CPC464 (|CPC 664 _CPC6128 —PCW 8256 OW" 3512 


Enier the programs you wih io order in the epases below, Under "PRECE you must enter the full reiad price, f you wert more than five items, 
you should lel lhem ona separate piece of paper. 


_ SSOFTWARETITLE == =~ SOFTWAREHOUSE __DISC/CASS PRICE | 


= Si 





| | 
4 
os ci add ES Bs! : i 
PRE-DISCOUNT TOTAL | 


Tick one of the folowing sccording to your PRE-DISCOUNT TOTAL and enter tie number(s) of any ree gifts) you are entified to claim: 


Under €5 Ly 5-95.95 lencloseaSOo discount voucher. | | 1f10-14.99. lenclose a £1 discount voucher, 
€15-19.99. lencose a £1 discount voucher and Gaim free gilinumber___. (Second chore__) 

Bg £29-20.99. | enclose a £2 discounl voucher and Gaim {rea gilinumber__.(Secondchace _} 

] £30-40.99. | enclose a E2 discount voucher andcdamad*" disc’ OR free gilts" Nos. ands ef drdicheice___.) 


Over’S0, lenciose a £5 discount voucher and daimas" disc’ OR iree gifts’ Nos. and. (drdchaice _.) 
‘Delete as necessary — | 
TOTAL PAYABLE FOR MAIL ORDER (=PRE-DISCOUNT TOTAL minus ciscaunt}: | £ | 
Add thie total to the amount payable on any special offers ordered on reverse side, 









Save £5! 
VORTEX VALUE 


Any TWO cassettes only £12.90 


Any TWO discs only £22.90 
CPC 464/664/6128 


Three times in recent months Vortex have 
released software on the Amstrad. Three 
tumes they have won critical and popular 
acclaim. The games are Highway Encoun- 
fer, TLL, and Alien Highway. You can pick 
any two of them for a snip. 

Highway Encounter has been de- 
scribed by some as the most addictive 
game they've ever played. You have to 
guide a Terratron along a hazard-filled 
highway by controlling a dalek-like Vorton. 

Alien Highway is the follow up, taking 
the game idea several stages further and 
making it harder still to finish. 

TLL, the odd one out, puts you in 
control of a Tornado Low, Level aircraft 
trying to bomb targets dotted around a 3D 
landscape which scrolls around the screen 
so smoothly you won't believe it. 

All three games normally cost £8.95 on 
cassette and £13.95 on disc, so you can see 
our special offer is very special indeed. 


Fillin your name, address and machine type on the reverse of this form. Then placea tick next to those items |] 


you wish to order. 


1. Arnor word-processing 
|_| Protext cass £14.95 
|_| Protext disc £21.95 


a Prospell disc £19.95 |} TL ¢ass 
_] Prospell ROM £29.95 | |__ 


__| Prospell PCW disc 


3. Vortex value 

Tick TWO of the titles on 
cassette for £12.90. 

|_| Protext ROM £34.95 | | | Highway Enc. cass 


Alien Highway cass 





CPC 464/664/6128 + PCW 8256/8512 


Arnor's word-processing program FProtext 
has established itself as an outstanding 
piece of software offering CPC owners a 
range of professional features totally unex- 
pected at the price. 

It is also astonishingly fast. Jumping to 
different parts of a text file, search-and- 
replace operations, moving blocks of text, 
re-formatiing - all are done almost 
instantly. 

Two additional programs vastly in- 
crease its power. ProMerge offers a full 
mail-merge facility allowing you to carry 
out long print runs with details of each 
individual document or letter ‘automatically 
customised. 


_ 5. Gargoyle gasper 

| TWO cass titles £13.90. 
__, Dun Darach cass 
| Marsport cass 
| | Sweevo's World cass 


__| Heavy onthe Magick 


| Promerge disc £19.95 | Tick TWOof the titles on | TWO disctitles £21.90. 
|_| Promerge ROM£29.95 | disc for £22.90. | ] Dun Darachdise 


2. Batman | | T.LIL. dise 
| | Cass £6.95 
|_| Disc £12.95 

4. Mexico "86 


|_| Cass only. £7.95 


|_| Highway Enc. disc 


|_| Alien Highway disc 


| | Marsport disc 
| | Sweevo's World disc 


= 


| | Heavy onthe Magick 





6. Rand. Access Database 
|_| Disc £26.95 


TOTALNUMBER OF ITEMSTICKED | | 


TOTALAMOUNTPAYABLEONSPECIALOFFERS |£ sd 


lenclose a cheque or postal order for this amout, plus the total payable for mail order on the reverse of this 
lorm., The paymentis made outto FUTURE PUBLISHINGLTD 


ARNOR WORD-PROCESSING 


Fantastic discounts on Protext, Promerge and Prospell 


ProSpell is a fast, multi-featured spel- 








(Prospell only) 


ling checker which comes complete with 
30,000 word dictionary. Unlike FroMerge it 
can be used with other word-processor 
programs such as Wordstar. 

Now you can buy any of these 
programs at £5 off the normal asking 
prices! So, for example you could buy 
Protext on disc for just £21.95 (or on cass- 
ette for just £14.95). Or you might prefer to 
go for the ROM versions (which load inst- 
antly and give you extra memory space for 
your documents). These will cost just £34.95 
for Protext or £29.95 for ProMerge. (How- 
ever you will need a separate ROM board, 
not available through this offer.) 

For full details of these super-low 
prices, refer to the order form on this page. 











PLEASE NOTE 
These offers are separate from the 
| rest of our madi) order scheme. You | 
| Cannot use the rouchers on the | 
mail order page to obtain further | 
| discounts and free gifts - we've. 
already knocked off the most we | 
| can! However if you prefer, you | 
may order any of the items on this | 
page at their NORMAL FULL | 
PRICE through the ordinary mail 
order scheme on the previous | 
page. You can then use the relev- | 
ant voucher and, if the price is 
over £15 claim a free gift. This 
could make sense if you are order- 
§ ing other goods at the same time. 














Save £2) 
BATMAN 


Only £6.95 cass, £12.95 dise 
CPC 464/664/6122 “a 


Holy smoke! This fantastic Ocean game 
going at £2 off the normal price of £8 


cass, £14.95 disc. Having won a hot, hot / 
rave review in our May issue and the cov 
slot of June, it just demands to be bought. 
The best 3D graphics yot. Massr 
playing area. Bamboozling puzzles. 
Run for it, Robin! 








Save £2! 
MEXICO ‘86 


Two-cassette package only £7.95 
CPC 464/664/6123 


This program from Qualsoft, which has only 
ever Deen available on mail order, has 
attracted something of a cult following as 
the thinkitig person's football management 
simulation. 

It places you in Bobby Robson's shoes 
as you try to lead the England team from 
the pre-qualification stage right through to 
victory in Mexico. You have numerous 
decisions to take including team selection, 
tactics planning and substitution timing. 

The package, which includes a 20-page 
booklet, normally costs £9.95. 

What better way of celebrating the 
World Cup summer than indulging in a 
litte trial of strength of your own? 

(Please note, this product has no association 
with FIFA nor with the US Cold title World Cup 
Carnival). 
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Save up to £6! 





Any TWO cassettes just £13.90 
Any TWO discs just £21.90 
CPC 464/664/6128 


Gargoyle have proved themselves to be 
one of the greatest independent software 
houses supporting the Amstrad micros. 
Now by picking two of their very special 
qames you can save yourself a packet. DUN 
DARACH was their first release - a huge 
arcade-adventure with Celtic atmosphere. 
AA Rave. 

Then came MARSPORT, another big 
arcade-adventure with stunning animation 
but this tume a futuristc location. It won the 
AA Mastergame slot. 

SWEEVO'S WORLD featured Ulimate- 
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style 3D graphics, wacky puzzles and en- 
tertaining animation. Another AA Rave. 

Finally there was the innovative text- 
input adventure HEAVY ON THE MAGICK, 
a second stunning Mastergame. 

Three of the games normally cost £9.95 
on cassette and £13.95 on disc, the odd one 
out being Sweevo's World which is £6.95 
cass, £12.95 disc. But whichever two you 
order, tus offer provides you a superbly 
economic way of checking out this 
company's challenging, state-of-the-art 
software. 



















: Elite nas once again hea on fo its < pauiiion at None: 


‘One with two newcomers from last month, Get Dexfer 


and Spindizzy i in hot pursuit. It has been a good month 
for new entries with four games in total making their 
debut in the charts. Could one of these became next 
month's Number One? Or will Elite still be there for me : 


fifth month running? 


‘The Serious Software chart leeks very sinndloe: to 





low month's with the top two programs holding on to 
their favoured positions. Laser Basic has slipped out. 
completely and been replaced by The Quill, which has 


cmeren st charts. ee 





The Voting 
System 


For anyone new (tO our slale-o1 
the-art voting forms and system 
or anyone STILL having troubk 
here's another run down on what 
fo soand howto doit 

You have at your disposal a 
TOTAL of 10 votes for each chart 
These can be spltupany way you 
hke on up to five tithes, but the 
number of votes you give to the 
different bles mustadd oP to 10 

For example, on the qames 
chart you could oive all 1D votes 
lo a single qame. © © you could 5 
Woes TO One (ame, 4 lo anoiver 
and | ea le hiro omhers. You 
juSsi have to allocule your 10 votes 
ic fefecty Your P reierences a5 ac- 
curaiely is possible "Wh hat you 
CAN T do is give five different 
games J or § votes @< ach That's 
QTrency 

Cne further thing You cer- 
tainly can?t do 15 shies in photo- 
copies of the form. There have 
heen allempls al iets pokery 
in the Dasi. 50 We Wanl 10 avolrd 
any possibility of if happening 
cyan 





returned after spending a month out of the top fen, but 
| remember that we need you to send in your votes and 
only these can. determine hind will ee in fest 


1.(1) Elite 
Firebird (11.5%) 
2.(20) Get Dexter 
PSs (9.3%) 

3.(10) Spindizzy 

Electric Dreams (7.6%) 

4.(5) Who Dares Wins I 
Alligata (6.7%) 

5.(2) Yie Ar Hung Fu 

imagine (4.85) 

6.(3) Sorcery Plus 
Virgin/Amsolt (4.9%) 

7.(4) Spellbound 

Mastertrome (3.1%) 

8.(8) Highway Encounter 
Vortex (2.4%) 

9.(-) Batman 

Onean (2.478) 


10.(-)The Covenant 
PSS (2.3%) 
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GAMES TOP 20 


SERIOUS 
TOP0 


SOFTWARE 













1.(1) Graphic Adventure 
Creator 
Incentive (29.0%) 


2.(2) AMX Mouse 
AMS (14.2%) 

2.(8) Easi-Amsword 
Amsott (8.0%) 


4.(5) Mini Office 2 


Dat abase (251° oH 


5.(3) Mini Office 
Database (7.1%) 

6.(4) Tasword 

Tasman [4.5%) 

Z2.(-) Discovery 

Siren (9.8%) 

8.(7) Transmat 

Pride Uulities (3.1%) 

9.(6) Electric Studio 
Lightp en 


El eet @ Ss uote 2 


Sa nike a 


ze (- vee Quill 


a 


usoft £ ee 





11.(16)Rambo 
Ocean (2.2%) 

iz. (9) Tau Ceti 
CRL iz. 1) 


13.(6) Sorcery 
Virgin/Amsoit (2.0%) 


14.(11)TLL 
Vartex (1.8%) 

15.(13)3D Grand Prix 
Amsol (1 od Oe ] 

16.(7) Sweevo’'s World 
Gargoyle Games (1.5%) 
17.(12)Marsport 
Gargoyle Games (1.5% 


18. sepeterson 


Melbourne House i = 


19. (-) ganas on a Spring 



















20.(-) Commandc 


Elite Syetoms (1.1%) 


















































































4 THE ALL-IN-ONE ACTION 
FORM 


This form has been created by the Save-Your-AA-From-Being-Overhacked-Depariment. Youcan 
use this side of it to register your high score claims and counterclaims and, most importantly, place 
your votes for the software you think is greatest. Then you can use the other side to enter our 
Reader Survey and get a chance of winning some software. All without doing any more damage to 
the mag than neatly clipping out one otherwise useless page. Clever, innit? Remember to fill in 
your name and address in the box on the other side. 


High-score entry 
I would like to register my high-scores in the following Amstrad games: 
GAME : SCORE TIME TAKEN LEVEL 


___ a | [ 
=a fe Fea me 2] tae SE 


I promise these are genuine scores achieved without using cheat methods. 
Signed 


High-score challenge 
| hereby challenge the following high scores printed in Amstrad Action 


GAME 


I think the score[s)1mpossibie because 


7 
q 
: | 
| 
| f 
q 
| 
} 





You could win £25 of software! 
Once again, dear readers, we appeal for your help. We need you tell us some more about yourselves and 
about your thoughts on Amstrad Action. Your filling in this questionnaire will help us make the mag what 


you want il to be — and if could also win you some free software. The senders of the first three 
questionnaires we pull out of the box on July 10th will be sent fabulous AA vouchers entitling them to £25 


of goods of their choice. 


Incidentally the only reason there is a space for your name and address is so that we know who to 
send the prizes to. You don't have to fill in hose details and needless to say the answers you give will not 
be used for any other purpose than to help us build up a more accurate picture of our readers. 

Having completed the questionnaire, you may also want to fill in the voting forms on the back of this 


Ope SIRS SSPER Raps ae steal Se SS ne pine i hcg 


| Address... 


ve OSt COE: «cccccccececcccsececeaces 


13-16 


Age — Underi3 __ 
__ 51-60 


31-40 41-50 


_ 17-20 
__ Over 60 


__ 21-30 


Sex 


Occupation.............. 


1. Whal computer do you own? 
_ CPC464 CPC664  CPC6128 
PCWR8256 PCW85i2 


2, Which of the following do you have’? ie 
_ Colour monitor __ Green-screen monitor 
__Green-screen monitor plus TV modulator 


3. How lo ng have you owned your computer? 
_0-3months — 4-6months _ 7-8 months 
__10-12 months — Over l2months 


"4. Which of the following have you bought? 


__Extra disc drive 
__Mouse —_ Lightpen 


__ Printer _ Serialinterlace 
ROM board 


__Modem 
__Joystck 


5. Which of the following do you plan to buy in the next 12 
| months? 

| Extra disc drive 
__Mouse 
__RAM pack 


__Printer __Serialinterface 
__Lightpen __ ROM board 


__Modem 
~ Oy slick 


6. Roughly how much have you spent on entertainment 
software in the last three months? 
_Under£10 = £10-20 — £20-30 
_ £50-100 — Over £100 


_ £3040 _ £40-50 


7. Roug hly how much have you spenlon serious software in 


the last three months? 
_ Under£id _ £10-20 
__£50-100 _ Over £100. 


__£20-30 __£3040 _ £40-50 


" §. What are the most common uses of your computer (tick up 
| to three)? 


__Programming in other languages 
__ Accounts 


Programming in Basic 
_ Communications 
__ Data storage 


_Games _ Word-processing 


_ Graphics _ Music 


CP year COT a ccwise sce cd ercauscscacgecenacaacnvnvane 
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| __ Adventure section 


page. Then send it to: Action forms, Amstrad Action, Somerton, Somerset TA11 SAH. 


9. What are your main reasons for buying Amstrad Action (tick up 
lo three)? 

_ Gamereviews — Serious softwarereviews —Type-ins 
 UhealMode HeActon 

__ Advertisements —Loarning programming or GP/M 
_Humour —_ Gamemaps _ Specialotfers — News 
__Competitions Reviews of add-ons 


__ Other... 


r 10. On average how many other people read your copy of 


Amstrad Action? 


_None _1-2 34 54 7 ormore 


141. Below isa list of topics. Please place a tick next to those you~ 


would be very inlerested to read about, a cross by those you 
would nol be al all interested in. 

__ Programming in Basic — Machine coce 

__ Logo CPiM Soltware house profiles 
__Computerbook reviews _ Educational software 
__ Business computing 


Pascal 


12. Which magazine sections would you like given more space 


and which less (you must place the same number of licks in the 
‘Less’ columnas in the 'More'!)7 
More Less Same 
Amsceane (news) 
ReAction (letters) 
Senous Soltwane (reviews) 
Plug-ins (reviews of add-ons) 
Type-ins (program listings) 
Action Test (game reviews) 
Adventure 
Cheal Mode (playing tips, Pokes) 
Hi Score 
Mail Order/Special ofers 


| Comopctit Ons 


13. Please number the following magazines in order of 


preference (your favourite should be number 1 — ignore any 
you are not familiar with). 
__Amstrad Computer User 
_ Computing with the Amstrad 
__ Personal Computer World 
__Computer and Video Games 
__ Your Computer 
__Amitix 
_ Amstrad Action 


r 14, How could Amstrad Action be improved? 
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HISTORY recalls the epic ‘Highway Encounter’ eave TTAPEY DISC © 
The attempted domination of Earth by the —AM2t®AP CPC [388.95 §3et3 25 
dreaded Alien aggressor was foiled by the power ste cash gen pe LJE7-95 . ——— 
of the Vortons. reve 
NOW the sequel is launched. ae ui ae, ; Sera 
| _ Alien Highway. Where Vorton meets Alien, = | 





ENCLOSE FO. /CHEGUE PAYABLE TO VORTEX SOFTWARE (SALES) LTD. | 
SEND TO VORTEX SOFTWARE GALES) LTD: 24 KANSAS AVE. SALFORD M5 2GL. 
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Another great new game from — 


Bubble Bus 


OUCH 
RR FRICE 

th ee emenemee fA. am Torneis Low Level... 2.95 675 Law Ve 

Dock Jack. SS GTS gkewy Enccurse...2.95 6.73 Tre Pree of Magick. = 

Ci sceut ant Goblin... - 3S 67S) lan Pothafe ick 7.95) 3-730 Baad... cece 

ies Ce 85 7.560 | 30D Grand Pric......... 595 a. a os 

rhs gti 985 a) Parti bal Per vevan el DOS Sasiue F. seeds Tdanrien al 

bi Voice Chet... i755 105 Thawed we ayer ees oh | 

Hanbs... oh aS 1D Cyrus Chess. ,! DKS 

Loud of the Rings.....05.54 Moancpoly, . es Tod Fighter Pilot vais i 

AT BEBO... ce eet PS Colosiue Che as ry. 2 4D Way of Got Tiger.....14.95 

Lt | ea a 1 | © Tile. 
| OMS TY veer decrecceric teste rina i Cet Dhenkes 7 

Pas chee RS Cio Beret.. eo a. Peco Day Bi ves.. 

Wetter Cheeses sock Fulda Geil ' 5 | Soecery « : 

Pauinor........ 2348 Kalaere 50 Srusnpeiagn » 

MMAETEDE. sas scccoe b4. 94 Heavy on ihe c Magick.9 : Tomahiw'l,...... 

Vit Ar Kung Fu.... eo R55 Shee fi. a Mind CiBce 14.. 

a |e) i i Hind Hare. - : Hitcbhaiers Chute - 

Scmbhlie he 2.95 Chet Chenier a E - G28 of FES4.......... ; 

oh a | ee 14.93 Deursday Dives. . ok, eS OT, 1 Gack Cree 

Laver Battie seseesanens 14.35 Koright Charet, aenee ened BF BB cceccteccere OOS: NT, 

Wav of tee Tiger.......9.95 Alien bighwar....,.... £548 Bridge Player - $256.19.93 17.9 

Peewee Rate... ce ASE... eee ee OPS rider Fass 3. 1595 

en Ab, Shatin fire... nee, «} ilove... a oe 
Stergenke,...... rg £65 6. Ninny... ; 1435 
Spitfire #0... 5. Tas Ceb.. S 
Tere bt... reeves OS Sot 8 Milica 2... oe 
Corumine hon - PSS_.0.95 Flasrren... ye 
ee 9.95 1) dames Disc. 1259 1099 
Bisde Rerwert AS * Flee! Srect Fatier..49.95 45.00 
Fighter Fine A935) 6?! ie 169 
Sanus and Severe, 9 05 2 eo ur 35 Liss 
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: SPECIAL OFFER WHILE STOCKS LAST. 3° DISKS BOX OF 10 ONLY 094.00. NVC PiP. 


By Stephen tron FOR MAIL ORDER: CHQP.O PAYABLE TO 


Sa ae SCS (AA) PO). WOX 304 LONDON ATS GIL. TELEPIONE 01-800 3156, 
puss creme PoP INCLUDED IW U.K. EUROPE ADD £1 PER TAPE. ELSEWHERE AT 
SPECTRA 4ei eee | COST. SALE: FOR PULL LIS) 





sh aie IF YOU WOULD LIKE TO FICK. UP YOUR DISCOUNT SOFTWARE PLEASE 
AMSTRAD + S BRING ALOKG YOUR COPY OF THES ADVERT TO 
COMMODORE 64 Peete S.CS. UNITS, 221 TOTTENHAM COURT ROAD, LONDON WLR GAF, 
+ Ss oft x (NEAR GOOGDGE ST TUBE SIN.) OPEN 6 DAFS A WEEK 10.00 AM- [6.60 PM 


ACCESS AKD VISA HOT LINE PLEASE RING 01-631 4627 
Cc R EDIT CARD OWKERS DESFATCHED SAME DAY - SUBJECT TO 
AVAILABILITY 


| * FOR NEW RELEASES, PLEASE RING TO CONFIRM AVAILABILITY. quay 


“ST High Street. Tanbeitiga. Kent TNS 1RX 
Telephune: 0732 355962 Telex, 95151 






SELECTED 


AMSTRAD 
PROGRAMS 


CASSETTE SOFTWARE OUR DISC SOFTWARE 



















3 * TITLE RRP PRICE TITLE 
APOC MINERS ee = pz 20 WINTER GAMES.00009.95 7.50 MINIOFFICE2 
CRAZY GOLF £2.50 JET BOOT JACK _ £250 BOMBJACK.....-..----8.95 &: SORCERY 2 
LASERW ARP £2.50 ALIEN BREAK-IK at BALA LEE... LORDS OF MID NIGHT 
ATON SMASHES f? 50 SNOOKEA f2 50 COMMANDO... 9.95 7.50 BATMAN... paige 
Gems or STRADLE CSCS ED OME BUDGET. ===<“‘“‘(i«~‘(i=~*~‘<(O! eR 10 COMPUTERHITS 2...395 7.50 ap CYRUS S CHESS 
HAPFRER ATTACK. OCOC~CSCOCOCSSSOE SIEVE DAVIS SHOCKER SSCS BS FURBO eerrnts sere erro a9 FRANK BRUNO. 
———— agin YIE AR KUNG FUL........895 6.95 SCAABBLE 0. 
BEACH MEAD = EXPLODING FIST.......995 7.50 30 BOXING... 
ALIEN CoFs ARIE a ee DUN DARAGH... 995 7.25 FAIRLIGHT. ETNA 
HIGHWAY ENCOUNTER £4.95 MUTANT MONTY S25) tf &0 SOLD A MILLION. .9.95 0 FIGHTERPLOT.. 
RING OF DARSNESS i255 CODENAME MAT te 50 SOL GA. MILLION 2..........8-95 5O GLEN HODDLE Wu... 7 
AMEESCAHFOOTEAIL £2395 HEROES OFKARN -  -a50 BATMAN, oS | SS | TALPCETLA eatin 195 
a ee a (495 JEWELS OFAARYLON =. FBO Sane aes a HYPER SPORTS enn 32.95 
lrurcee Fa gE EnBEC WRIOSEND £950 i ACH fo: Sd ! STpeeeen ee gs 3! 
wegn bo = eee — GET DEXTER -8.95 7.50 30 STUNT RIDER.....13.95 
CODENAME MAT | £250 HUNTER KILLER 2.55 ae WRESTLE... ae a HELL. eed 
oe oe 204 oki re i Se SPIHTFIRE 42 nee SOS: TN Re 3.95 
| GREMLINS = boo Shere WAR EES BARRY McGUIGAN.....9.95 0 WAY OF THE TIGER.......14.95 
CAULDRON {425 BATTLE FOR MIDWAY 495 ALIEN HIGHWAY....____.6.95 BARRY McGUIGAN........14.99 7 
ViEW TO HULL (250 ALEX 4 "495 MOON CAESTA.. SS pica 11. 
RAGGA ~*~“‘CS(C(C;<M~S‘(‘*‘é*&SSO éEWERWONE'SA WALLY £495 | SABOTEUR...........___895 6. es 11.95 
STARCOMMANDD = “aw (CRO MAU —(ss:s~—“‘“CSC™C#*d SO Pe ee ane 95. VIE AR KUNG EU. noi. 98 oe 
wth ite“. ©. L. | —_— = Doha as << -.-— —— | | | learner neers ~ fH i i 7 TAS 
ee oe Se ee ee Se D THOMPSONS SUPER..8.95 695 SPITFIRE 40................... 14.95 12.95 
SRAPORGAAN SE ee ee HYPERSPORTS...........8.95 695 ALEX HIGGINS POOL...1295 10.95 
DARK STAR [a0 SHIP OF DOOM Se FRANK BAUNO.. 8.95 6.4 i 12.95 10.95 
TRIAL OF ARNOLD BLACKWOOD 2.95 FANTASLA DIAMOND c338 WHO DARES WINS 2.8.95 6.95 SOLDAMILLION.......14.95 12.95 | 
FOOTBALL MANAGER 5.95 GRAND PRX DRIVER _ £2.95 | 3D STUNT AIDER........8.95 6.95 SOLDAMILLION 2.14.95 12.95 
LUCKY FRUITS [2.95 AMSGOLF zi £2.55 | 3D GRAND PRIA oS: SO AUIFN HIGHWAY.........-13.95 11295 
BATTLE OF THE PLANETS F495 LASSC ADVENT LURE eco 7750 | 0 T's DECATHLOA..........8.95 6.95 PFPORBIDDEN PLANET.....14.95 12.95 
TECHNICIAN TE TED E295 HEATHROW &.T.C 
ALEX HIGGING WORLD POC P4995 FU RUING IN LAS VEGAS ALL PRICES INCLUDE VAT AND POSTACE & PACKING 
ALES FIGGING WORLI SNOOKER £4.95 (Overseas orders add £1 per iam) 
ANDROID 2 £3.95 | | Cheques/PO payasia to 
an THE ObHE ae a ee ACA TE 
SPACEHAWKS =” tz.50 fasrpily wet phone ah TH eel C & F ASSOCIATES 
SPANWERMAN 


and Sond io: 
© & F ASSOCIATES (AA), P O BOX 2, BIDEFORD, EX393RE 
Tel: (023 73) 619 
Orders nornavy daspaiched writin 24 hours of receipt bu {maximum of 7 days. 


40 INVADERS 
ELECTRO AREQODIE 
MASTER CHESS 


Wolciloucy Vascu ea? 


6 Miggate Peteroscrougm Carts PET ITN 


£4 how ordenng ow O7aa3 JI387O | 
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eAriTeR GRAPHICS LTD 


SPECTRUM — COMMODORE 64 — AMSTRAD - 
"MODES OF YESOD" IS A COPYRIGHT OF B.T.PLC 
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INTERNATIONAL 44. l 379 6755 







JUST YOU AND A CAR NAMED 
“KITT:.. 
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Ocean Software Limited, 6 Central Street, - reser M2 SNS. Teleshone: 06/-832 6633 3 Tele 669977 Oceans G 
Ocean & § available from selected branches of: 


CEE WHSMITH | MOOLMORTH, LASKYS. Rambelows.Greens. Spectrum Shops 4 nd all good software dealers. Trade enquiries welcome 
@igae rar City: Studios) ina All rights reserved. ‘a trademark of ay nsted by Universal ed Stuchos) ine. 
j ‘| A r . 
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